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Power to the 
creators. 



Power to the seers, 

the dreamers, 

the unsung superheros 

of entertainment. 

30 artists and animators, 

film makers and broadcasters. 

Those who raise up sinking ships, 

breathe life into monsters, 

conjure up ghosts. 

Those who have been humbled 

by a thousand feet of fresh film 

or the blank stare of a monitor. 

Those with images 

burning in their heads. 

You. 

Whose ideas 

are birtfied in dark rooms, 

in the dead of the night, 

on the last smoke. 

It is through you 

we see into the future. 

It is for you we strive 

to make realism 

ever more stunning, 

motion ever more fluid. 

At blinding, record-breaking speeds 

on Windows NT®. 

Our powerful TDZ"' and StudioZ" 

graphics workstations 

are built for you. 
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new plug-ins 
for LightWave 3D. ' 
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Find out why the critics are raving about RealiTools. new from Dynamic Realities! 
This collection of sixteen plug-ins for LightWave 3D is sure lo have a utility that 
you've been waiting for. We believe pictures are worth more than words, so we've 
only listed a few of the terrific features of ReatFTbols here. Some of the most popu- 
lar include: 
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. Soil flelleclions • A shader thai allows more realistic blending of shadows and 
can change a surface's reflectivity and transparency based on the brightness of the 
reflection. There is also a distance falloff option. Images f and 4 are examples of 
this. 

• Shadow Blend - Ease the frustrations of compositing! This plug-in eliminates the 
need tor front-projection mapping for shadows in CGis. 

• Lighter - One of the most advanced lighting engines tor LightWave available! It 
allows selective inclusion and exclusion of lights, phase shifting the light, and 
changing the contrast of the surface's terminator. You can also have a surface 
"transmit" light, like the Kites in Image 2. 

• Fresne! Shader - Controls for contrast and bias, surface modifications, and value 
limiting give this Fresnel shader the ability to create some of the most sophisticated 
effects ever seen. And as a bonus, you can create ink or pencil drawn effects, with 
varying width and shading, as in image 3. 

• Pencil Shader -This shader adds custom lines over the top of an image for a 
result resembling hand drawn artwork. You can mix lined and regular objects in a 
scene, customize how sharply the lines fall off, where they fall on the surface, and 
even apply a custom, ambient color! You can apply this plug-in to any image, not 
just LightWave images! 
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Render 
Oplions 



All platforms 

available as of 

12-1-97 on CD-ROM. 

Compatible with 

Lightwave 3D 

5,0 & 5.5. 



Surfaces, surfaces, and more surfaces! Fraclalizer, new 
from Dynamic Realities, is a fractal noise plug-in that 
replaces Lightwave's Fractal Noise shader. This plug-in 
offers superior controls, morphing. and more! Some of 
the features include: 



• Five Color Spectrum: Allows easy and intuitive chang- 
ing of the cloud size and the contrast between multiple 
colors. By applying the spectrum, animators can obtain 
the effect of electric sparks, 

■ Radia! Fallolf: The effect can be specified to disappear 
along the radius. 

- Fractal Opacity: This feature makes it possible lo put 
the fractal in a precisely defined area on the object. You 
can obtain many unique effects, like a burned-out hole, 
by applying Fractal Opacity with Fractal Morphing. 

■ Fractal Morphing: Allows obtaining the effect of a 
changing color or texture without tedious object-by- 
object morphing. The possibility of changing each 
parameter gives the animator full control over the 
texture morphing. 

- Keyframeablt: All effects and controls are keyframe- 
able for smooth morphs and gradual changes over time. 



For super surfaces thai can take on the look you want 
(and then change again and again!), you need 
Fractalizer. Available just in time for the holidays, con- 
tact your favorite LightWave 3D reseller or Dynamic 
Realities today. 
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Estimated Street Prices of 
RealiTools and Fractalizer: 

Intel St 50.00 

Alpha S250.00 

Mac S1 50.00 

Sun $750.00 



Also available from the LightWave 3D plug-in experts: Particle Storm. 
Lock & Key, ShaderMart, Stripper, and Movie Models Aviation CD. 
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1900APewaukeeRoad Waukesha, Wl 531 88 USA Main 
414.549.2200 Fax 41 4.549.2225 Sales 800.944.5520 

http://www.dyn a mic- realities, com 




OUTSIDE THE BOX 
Station X Studios' 
Grant Boucher 



COVER STORY 

page 21 

The Titanic: 

Visions of the 

Unsinkahle 

by Dick De Jong 
and Molly Dinkins 



Working Faster in ToasterCG 4.0: 

by Paul Lara 48 










The LightWave Lab's 
Characters Vols, 182 
reviewed on page 42. 
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Snapshot, a tool that automates 
the process of grabbing 
Framestores and flyer Stills, are 
COLUMN) reviewed on page 43. 

Waves: Content Directory 30 

by John Gross 

Flying High: Parscale and Jenison Speak! 34 

by Joe Tracy 

LightWave 201: Project Bird: The Creation 36 

by Scott Wheeler 

Wave FIX: SSI 39: A LightWave Job of Titanic Proportions 

by Tom Williamson 39 

Mojo: The Perspective Disease 64 

by Mojo 

Digital Domain sinks the 

Titanic. See how it was done 

ON THE COVER: in the "Wave FIX" column, 

page 39. 
This month's cover is a 
combination of live-action and 
CGI. LightWave portions of the 
shot include the hull and water 
created by Digital Domain anima- 
tors on DEC Alpha-based Carrera 
computers. 
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by Kevin Hanley 




DEPARTMENTS 

TekTalk 4 

Our editor's opinions on 
issues of concern to you 

Premieres 6 

New products take a bow 
on our stage 

Ask NewTek 8 

Your chance to question 
NewTek staff 

Short Takes 10 

News of note from the 
world of NewTek and 
beyond 

Renders 49 

Artwork contributed by our 
readers 



December/January 1998 MtwTDOlluiES 3 




OUR EDITOR'S OPINIONS ON IMPORTANT NEWTEK I 



BY JDE TRACY 

Stand strong: Don't let 

anyone or anything sink 

your dreams! 



Titanic Visions 

SOME 




IE 



On April 10, 1912, a woman boarding the Titanic asked a crew member, "Is 
this ship really unsinkable?" The crew member responded, "Lady, God 
Himself could not sink this ship." It was with that type of security and reas- 
surance that 2,227 people boarded the Titanic for its maiden voyage from 
Southampton to New York. Yet only 705 reached their destination — on another ship. 



News of Titaruc's fateful collision with an iceberg 
shocked the world After all, this was not just any ordi- 
nary ship. It was the largest and grandest ship ever 
built. It was the safest ship ever built. The first class 
passengers alone had a combined worth of more than 
S500 million! And this was in 1912 

Well-known millionaire Col. John Jacob Astor 
was onboard the Titanic when it sank. So was 
President Taft's military aide. Mjr. Archibald Butt. 
Even the owneis of Macy's, Mr. and Mis. Strauss, 
were passengers. As women and children were 
being loaded onto lifeboats, Mrs. Strauss was asked 
to join them. She refused, stating "I will not te sep- 
arated from my husband. As we have lived, so will 
we die together ." They did die together, as did Astor 
and Butt Altogether, 1,522 met their fate in the icy 
waters that swallowed the "unsinkable" Titanic. 

fames (omeroo's litsnk 

James Cameron has brought the Titanic tragedy to 
life with his three-hour epic story, Titanic But he 
didn't want it to be another story about a ship like 
other Titanic movies were. Cameron wanted Titanic 
to be about people, in particular a couple, and he 
wanted the moviegoers to feel like they were 
onboard. To help achieve that feeling, Cameron was 
insistent that effects, including digital people, were 
realistic down to every minute detail. 

IfeE tsear Cbfltean 

Helping to bring the Titanic disaster back to life was 
Digital Domain's Lightwave NT Team (see feature 
story, page 22), among others. The job that all the 
effects artists did is so amazing that trying to spot 
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an effect in the movie will be nearly impossible. In 
fact, Digital Domain's strongest challenge with 
Titanic now is convincing the Oscar committee that 
there were effects used in the film! 

X&MiiiwiTttmtmiw 

In this issue of NewTekniques we bring a few of the 
LightWave- assisted effects to life for you (in the 
cover story and departments such as "WaveFX" and 
"TekMasters "). We've also included information on 
how NewTek's Video Toaster Flyei was used on a 
Titanic expedition and how LightWave 3D helped 
bring the "Titanic" TV mini-series to life (in 
"ShortTakes"). II you still crave Titanic information 
after reading this issue, be sure to check out the 
NewTekniques Titanic special on the NewTekniques 
Web site at www.newtekexpocom. There you'll find 
pages of additional information on the movie and 
history of this grand ship that has been brought back 
to life many times thanks to the help of NewTek 
products Special thanks goes to Jean-Eiic Henault 
for helping to bring this Web experience to life. 

fltnytiinaati 

it's amazing to think of some of the accomplish- 
ments those on the Titanic, including the captain. 
had achieved in their lifetime. Yet while the adven- 
ture of James Cameron's Titanic will live a limited 
life in theaters (and most people's minds), your abil- 
ity as an artist has only begun. Stand strong against 
the obstacles of life and don't let anyone or anything 
sink your dreams 
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That's because at Aspen Systems, we not only offer a variety of 
systems that are custom-configured to supercharge software packages 
like Lightwave and Softimage, we also give you service, support, and 
expert advice that's anything but off-the-shelf. 

You wouldn't want someone to choose your favorite color of balloon 
for you. So why should you let someone else tell you what kind of 
computer you need? Do you need the blazing speed of a 600 MHz 
Digital Alpha processor? No problem. Need Windows NT'? Still no 
problem, How about non-linear editing and OpenGL? No problem 
there either. With up to I GB of memory and 4 MB of high-speed 
cache, we guarantee you'll end up with a system that is designed to 
fit your needs at a price that's right. 




Our sales engineers and technicians understand how to boost 
performance on today's most powerful 3D systems. Not only can 
they help you decide exactly what you need - they'll tell you what 
you don't. Which means you'll get a system that's as near-perfect a 
match to your individual needs as you can get, and at a very competitive 
price. And after we build your system and burn it in, we'll back it up 
with unlimited toll-free technical/upgrade support. For life. 

Doesn't get much more unique than that. 



AlphaPowerecf 



Check out our website and give us a call to discover how we can help you meet your individual needs. 

www.aspsys.com 1-800-9 22-9 24 2 
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AVBRPra H — H, MegageM's newest release ol the A.V8HPro 
limeline/EDL program, is shipping wilh added new lealures lor 
Flyer owners. Among them: 

1 . FayerPlayer opens up the Flyer 's ability lo play two clips at once, 
synchrooized, and io real time. LayeiPlayer permits real-time video 
layering, partial FX video miiing, and luma-keying one clip over 
another. layerPlayer also can play ooe clip ioside the letters ol a EG 
Irameslore while another clip plays io the background. 

1. A+ + sports new VCD controls that include accurate insert and 
assemble editing ol Flyer projects lo tape. 

3. A+ + now has direct access to major flyei GUI features. 

4. A G PI trigger oulput capability can be adapted to activate a vari- 
ety of external professional video aod audio devices like switchers 
and FIVE units. 

5. An optional GPMriggered limecode generator provides SMPTE 
timecode output from Ihe Flyer. For more information, coolacl 
MegageM, 1903 Adria Ave.. Santa Maria, CA 93454, (EDS) 349- 
1 1 94, www.mejagem.com/a + + .html. 
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Flyer Mastery Guide - Version 2.0 

Ioe Tracy's "Flyer Mastery Guide - Version 2.0" is 
now available through dealers and resellers and 
direct from the publisher, Studio Visions. In addi- 
tion to three new chapters and updates to all the 
original chapters, this second version also contains a 
Flyer Mastery CD-ROM full of images, backgrounds, 
objects, and even a few fonts. The cost for those 
upgrading from the first book is $74.95. Upgrades 
must be placed directly through Studio Visions. New 
purchases retail at $129.95. Some dealers are now 

bundling this book 
with new Video 
Toaster Flyer systems. 
Studio Visions can be 
reached by phone at 
(800) 672-1880; by 
email at flyer@stu- 
diovisions.com; or on 
the Web at www 
.studiovisions.com. 
Circle Number 19/ 




Fractalizer, a new Lightwave 3D plug- 
in from Dynamic Realities, is a fractal 
noise shader that replaces 
lightwave's Fractal Noise, 
more coolrel aod versatility over ani- 
mation, appearance, and opacity. Wilh fracta liter, you can create lire, 
and hyper-realistic clouds without huge rendering times. Features 
Color Spectrum, Radial fallcff, Fractal Opacity, Fractal Mnrphing. and 
all effects and controls to be key (rameatile. fraclaliier is $15D fnr In 
SZ50 lor Alpha, and $750 lor SGI and Sun. Eoolact Dynamic Heal 
Pewaukee fld„ Waukesha, Wl 53IS8, (BOO) 944-5529, www.dynamic-i 
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explosions, 
include Five 
he ability lor 

lei aod Mac. 
lias. 19D0-A 
ealities.com. 
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I and GOYA, which sapport the 

LightWave 3D 5.5 IWfl file format. 

ibis enables lightwave 30 users ti 



is a real-time 3D paint 
environment for computer graphics 
artists. It is suitable lor game devel- 
opers and character animators or 
anyone fagptufessiooal 33 work. 
4DPAINI has a modular brush and 
paint system offering unique paint- 
ing and texture effects in real time. 
Fife 3D artist can paint cofec. hump, 
opacity, s 
rtess or jsy 
onto Ihe surface ol a 30 object with 
a stogie brush stroke 49PAINI 
REMBRANDT retails at $495 while 
Wain! GOYA retails at $199. 
Csttlact 4Rtan, 5590 Greenwood 
Pta Blvd., Englewood. CO 80111, 
(BOO | 252-1024. www. 
4dvision.com. 4DVision in Asia 
/tape can be contacted by email 
at4dvisasia@4fJpainl.com. 
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by Bob Anderson 

UIDEO TOIISTER 
&THE FLVER 



How to Get the 
Most Out of Your Toaster 

January 12-16 
March 23-27 
June 22-26 
August 17-21 

The Complete Video Toaster 

October 2-4 

Flyer in Production Essentials 

February 6-8 
April 17-19 
July 10-12 
December 11-13 

At the Washburn University/NewTek 
Technology Center 




iuuiui.uiashburn.Edu/iE/tDOstEr.html 



ft Washburn University . Division of Continuing Education 

SJ±J 1700 SW CoUege • Topeka, KS 66621 

^[SSe (785) 231-1010, ext 1399 Fax: (785) 231-1027 

^ E-mail: zzdpce@washburn.edu 
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Las Vegas — January 27 - February 5 
San Francisco-February 21 - March 6 
Dallas— March 12 - March 21 
Washington DC— April 25 - May 8 
Detroit— June 5 - June 14 
Topeka*— July 18 - July 25 

*Open only to high school & college teachers & students at a 
special academic discount 

Minneapolis— August 1 - August 10 ' 
Topeka— September 19 - September 26 
Atlanta — November 7 - November 20 

Workshops available in each city: 
LightWave 3D Essentials 
Advanced LightWave 3D Techniques 

Workshops available in select cities: 

Advanced Lighting & Camera Techniques 

Advanced Surfacing Techniques 

Organic Modeling & Character Animation Essentials 

Intermediate Organic Modeling & Character Animation 



LVj 




sfewTek 



if yau have a question 

you would like to ask 
NewTek. mail it to: 

"Ask NewTek" 
NewTekniques 

1038 W. Harvard Blvd. 

flosebunj, OR 9747Q. 

You can also email 
your questions via 

jtracf@raain.raseoet.oet 



a 



A 



Q 



ft 



There is a lot of talk floating 
around about NewTek aban- 
doning the Toaster/Flyer on 
the Amiga platform. Is there 
any truth to this and, if not, 
what exactly is your position 
on the subject? 

The Amiga platform has 
. always been and will contin- 
ue to be important to 
NewTek. As most of you 
know, Gateway purchased 
Amiga last April and we have 
been in discussion with them 
on the future of tire Amiga 
platform and are waiting for 
some resolution from 
Gateway. We are watching 
the market and Gateway very 
closely and will act accord- 
ingly and update you as soon 
as we can. 

With the recent announce- 
ment of Flyer development 
on the Amiga being put on 
hold, my question is are you 
working on any further video 
solutions for the marketplace 
or have you become just a 
LightWave company? 

NewTek has many new video 
. hardware and animation/ 
graphics software products 
in development. We intro- 
duced Calibar at NAB and 
showed off some of our new 
technology at Siggraph. 
NewTek is building a com- 
plete product family to be a 
full-service provider of hard- 
ware and software for the 



a 
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video and special effects 
industry. 

Whatever happened to the 
promised Flyer HQ6? 

HQ6 is still in development 
. and we have plans to take it 
into beta in the next few 
months 

I went to the LightWave 
. Theater event at NewTek 
Expo and was blown away 
by everything LightWave 3D 
is being used for. Were you 
aware of all the applications 
that were shown there? Also. 
I heard that the "OEDEBAT- 
TLE" is being considered as 
a movie. Is this true? 

Our users continue to dazzle 
us year after year. We are 
very proud that we provide 
them with the tools they 
need to produce such stun- 
ning animations and pro- 
jects |Editois Note: NewTek 
did not know the answer to 
the second part of this ques- 
tion. It is our understanding, 
however, that "OEDEBAT- 
TLE" is being considered as 
both a movie and a game. 
NewTekniques will keep you 
updated]. 

Is it true that Fori Owurowa 
is no longer employed by 
NewTek as a LightWave 3D 
developer? Where does this 
leave NewTek's LightWave 
programming team? 



A 



a 



A 



[Editor's Note: NewTek has a 
policy of not answering any 
questions that are employ- 
ment related. They did, how- 
ever, respond to the second 
part of the question]. As far 
as NewTek's LightWave 3D 
development team is con- 
cerned we have recently 
opened a San Francisco 
LightWave 3D development 
office specifically for 
LightWave development and 
have greatly expanded our 
staff and will continue to add 
qualified people in the future 

Congratulations on your 
move to Texas! Now that 
you've been there a couple 
of months, how does the 
employment outlook 
appear? If I wanted to apply 
for a job who would I call? 

We are very pleased to be 
, settled in our new home in 
San Antonio, TX. Our corpo- 
rate headquarters provides 
us with lots of space to 
grow in all areas, including 
sales, marketing, engineer- 
ing, and customer support. 
We are always looking for 
talented professionals. If 
you are interested in pursu- 
ing a career with NewTek 
please submit your resume 
via our Web site at www. 
newtek.com or fax to the 
human resources depart- 
ment at (210) 370-8001. 
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Enhance Your Digital Imag 

With New Training Videos for Lightwave 5.5 and Photoshop 4.0! 




Photoshop Essentials 

if you use photoshop, you need this 
tape. Digital artist & instructor Katrin 
Eismann reveals amazing time saving 
tips & techniques for color correction, 
creative compositing, levels & curves, 
ayers, keyboard shortcuts, hidaen 
commands and much morel 
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Plug-In Power 1 

Learn about three 
incredible Plug-Ins for 
Lightwave 3D. Advanced 
modeling capabilities with 
Macroform, particle 
animation with Particle 
Storm & advanced image 
processing with WaveFilter. 





Steamer 



Discover all you need to 
know about the amazing 
new volumetric lighting 
engine for Lightwave 5.5. 
Create lightbeams, dust 
clouds, smoke trails and 
more! 



QuickStart 5.5 

A complete overview of Lightwave 
5.5. NewTek's Don Ballance provides 
fundamental concepts in animation, 
modeling & surlacing techniques. 
Includes MetaNURBS tutorial plus a 
special "update" section for current 
Lightwave users. 



Organic Modeling 
& Animation 

Give your projects life-like 
qualities with techniques 
used by top professionals, 
Modeling tips. Puppet 
Master, Morph Gizmo, 
Inverse Kinematics & more! 




The Creative Magic of Ron Thornton 

Learn award winning techniques for modeling, surfacing, image compositing 
and special effects. Follow along using Ron Thornton's actual creations with the 
Digital FX CD Rom, filled with royaly free models, scenes & image sequences 

• Spacecraft Model Design • Spacecraft Surfacing Techniques 

• Digital Cinematography • Cinematic Visual fffects 

• Digital FX Collection CD Rom 




The Lightwave 3D Essential Series 

Top CGI artist John Gross guides you through the fundamentals of 
Lightwave 3D, cut months off your learning curve. From 3D basics to 
advanced tips and tricks for creating stunning 3D animation, This 
series is a must for every Lightwave 3D artist 

• Lightwave QuickStart . Surfacing Techniques 

• Mastering Modeler . Advanced Features 




Sharpen Your Video Toaster, Flyer & Lightwave 3D Skills The Easy Way! 




Pyrotechniques 

Create fire, smoke & 
explosion eitocts with 
Lightwave 3D 



Pro Flying Logo 
Techniques 

Sroadccst techniques for 
ogo & Texl modeling, 
su'facing & animation 




Flyer Essentials 

Step-by-step Instruction for 
set-up, digitizing video, 
editing techniques & final 
output 



Flyer Advanced 
Techniques 

Layering video, multi- 
channel audto & high 
resolution digital video 
effects 




> Great Toaster 
Graphics 

High end graphics with 
lOSSlfil ' ToasterPaint & Toaster CG 
<*"-. tor 4.0 & 4,1 



Video Toaster 
Secrets 

Create graphics & 
effects automatically! 
Customize your Toaster 
far speed & efficency 





Video Toaster 
4000 Series 

Complete Video Toaster & 
Lightwave 30 training. 
Specially priced 8 tope series! 

Video Toaster 2.0 
Essentials Series 

Video Toaster. ToasterPaint, 
ToasferCG & Lightwave 3D 
plus advanced CG & Paint 
techniques, 8 tapes In all 



30 Day Money Back Guarantee! 

On-Line Order Catalog 

http://www.desktopimages.com/desktop/ 
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24 Hour Order Hot Line! 
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Desktop Images 

P.O. Box 10908 Butbank. CA 91505, 818-841-8980 fax 8 18-B4 1-3023 email - sales@desktopimages,com 
add $4.95 S&H for first tape plus $1.50 each additional tape. CA residents odd soles tax, For PAL add $5.00 per tape 
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BY JOE TRACY 




Newtek's flyer 

Brings Titanic to Life! 

Two-and-a-half miles deep in the ocean, where only six sub- 
marines in the world can reach, the sunken Titanic was brought to 
life in August of 1996 for thousands of people paying up to $5,000 
each to watch footage sourced through a Video Toaster Flyer. R.M.S. 
Titanic, which has the salvage rights to the Titanic, had arranged this expe- 
dition of two cruise ships, the Royal Majesty and Island Breeze, for people 
to be on site to watch Titanic recovery and information-gathering efforts. 



For safety reasons, the cruise ships had to 
stay a good distance from the submarine expe- 
ditions, but it was all brought up close to them 
through live 24-hour telecasts. The ship Nadir 
housed the mini-sub, Nautile (used to explore 
Titanic's grave), while also serving as the televi- 
sion broadcast facility to transmit footage to the 
thousands on the two cruise ships. The Flyer 
served as the main switching and source unit. 

"The heart of everything we did on the broad- 
cast was done on the Flyer" says Bruce Braun. 
president of Creative Teleproductions. Inc. He 
was hired by Classic Worldwide Productions to 



serve as the director of television broadcast 
operations foi the expedition. 

The Flyer, along with the rest of the video 
equipment, had to be tied down by rope and 
bungee cords to keep it from falling out from 
the ocean's unforgiving force. "It didn't burp 
once during the entire time we were up there," 
says Braun. "It amazed me how stable the sys- 
tem was" 

Also along for the journey were celebrities, 
like astronaut Buzz Aldrin, who would go 
down in the submersible to the Titanic's grave 
and come back to give television reports for 




Bruce Braun sets 
lor another live 
broadcast at the 
Titanic expedition 
site. The Flyer is 
in the bottom left 
corner. 



the broadcast. Aldrin, the second man on the 
moon, said the experience was the "third 
greatest experience" in his life. Number one 
was his first flight as a pilot and second was 
his walk on the moon. 

The Nadir arrived at the Titanic site 20 days 
ahead of the cruise ships, which gave Braun 
and his crew plenty of time to create mini-doc- 
umentaries that would be integrated into the 
mostly live 24-hour-a-day broadcasts while 
the cruise ships were on site Nearly every 
room and TV on the cruise ships received the 
footage, which was microwaved from the 
Nadir. All the mini-documentaries created 
prior to the arrival of the cruise ships were 
done on the Flyer. Asked why he uses the 
Flyer, Braun says that besides its broadcast 
quality, "It's many times faster and easier to 
use" than other systems. 

'For the Titanic expedition coverage it was 
perfect, providing us with video capture, non- 
linear editing, titling, paint, animation, and 
on-air switching all in a single package," he 
says. The highlight of the expedition was when 
the submersible went to the Titanic site. A TIVA 
(Transmit Instantaneous Video Acoustically) 
relayed live shots from the Nautile directly to the 
Flyer, and then to the cruise ships. 

The footage also was sourced, with footage 
from two other documentary crews, for the two 
Discovery Channel specials on the Titanic. 

With a million-dollar lighting system (tow- 
ers) put in by the submersible, the finished 
footage, even in Flyer extended play mode, 
looked incredible according to Braun, He's 
looking forward to the possibility of returning 
to the Titanic site next year, with Classic 
Worldwide Productions, to do more broadcasts. 
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The Ultimate Tool for Game Developers 

and all 3D Artists 





What the experts say... 



'Almost like holding an object in 

my hand to paint it with a real brush' 

Dave SieksGame Developer Magazine - Dec '96 



'Its continuous 3D previews speed 
is so impressive... This will be the product to beat 
in a new software category that's already heating up.' 
Alex Kiriako, 3D Artist Magazine - Issue #27 



'If you're like me, with a deadline every other day, and you need the fastest, most 

functional tools available, take a serious look at 4D Paint' 

Ben de Leeuw, 3D Design Magazine - Jan '97 

'The tools provided and method of working is so intuitive that it's easy to forget 
you're painting directly on to 3D object surfaces in real time in three dimensional space' 

Serge Golikov, DV Magazine • Apr '97 



Stunning Real-time 
3D Performance! 



For a Free Demo Version 



International 



North Amvric* 



ED 



s N Asia 



www.4dpaint.com www.4dvision.com 
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Email sales@4dpalnt.com 



Ph 1-800 845 9661 
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BY DICK DE JONG AND MOLLY DINKINS 

Before there was Titanic, the epic, three- 
hour movie (December 1997). there was 
"Titanic," the epic, four-hour minisenes 
(December 1996). Both versions of the ill-fated 
voyage used LightWave 3D to recreate the 
doomed vessel- The names of the two visual 
effects houses start with Digital — Digital 
Muse (the miniseries) and Digital Domain (the 
movie). The primary LightWave modelers for 
the ships are named Peppier and Tepper— Bob 
Peppier (Digital Muse, the miniseries.) and 
Fred Tepper (Digital Domain, the movie). With 
all this synchromcity, we wouldn't be sur- 
prised if these two ships didn't quietly pass 
each other one star-crossed night on the virtu- 
al North Atlantic. 

Even though the budgets and schedules for 
the two Titanic projects were widely disparate, 
both LightWave teams maintained a vigilance 
for the historical accuracy of the ship. 

At Digital Muse, the LightWave crew was 
guided by Peppier, the in-house Titanic histo- 
rian When Peppier was 10 years old, his sis- 
ter loaned him the Thinking Machine. After 
finishing the book, he wanted to read more by 
the author Jacques Futrelle only to discover he 
went down with the Titanic. 

"1 had heard about the Titanic," Peppier 
recounts, "and that was the last straw. I went 
to the library to find out more about it" He 
read the famous account, TTie Night to 
Remember, and was hooked. "I'm still 
researching, much to the chagrin of everyone 
else around me," he admits. After college. 
Peppier joined the Titanic Historical Society 
and has become such an authority on the ves- 




sel that the president of THS called him one 
day at Digital Muse to check on a fact 

Because of the scheduling constraints of 
the miniseries production. Digital Muse began 
with a Viewpoint model of the liner. To make 
the model historically shipshape. Peppier con- 
sulted photos and blueprints from his private 
library He wanted to make the ship as accu- 
rate as possible, but he knew that he only had 
time to fix the major things. Windows were 
moved while rigging, railings, and portholes 
had to be added. Details like anchors, chains, 
docking equipment, and propellers were creat- 
ed for close-ups and underwater shots 

"Sometimes." explains Bruce Branit, a 
member of the Muse crew, "we walked the line 
between realism and visually interesting. The 
real Titanic left England absolutely clean. We 
made it new, shiny, and spotless; but on TV, it 
was so large and so clean that it looked like an 
effect. We had to weather it and make it dirti- 
er to make it more realistic" 

Realistic water was another matter. All the 
wide background ocean shots used CG water 
created in LightWave. Sometimes for the 
close-ups, real splashing waves were compos- 
ited on top of the digital water. The iceberg 
and ice also were built in LightWave. Smoke 
and steam were either real, virtual, or a com- 



bination of the two. 

Even real actors shared the screen with dig- 
ital ones. In wide angle shots, the 3D people 
(modified from the Perfect People Collection) 
had "video game resolution" detail. But one 
particular shot demanded more detail. 

There was a scene in the miniseries (one of 
the last shots Digital Muse worked on) when 
the Titanic was breaking apart and the sailors 
were sending out SOS signals. Originally, the 
plan was to composite a live action plate of 
people flashing Morse code onto the 3D ship 
"The plate didn't fit with our geometry." 
Peppier says. "I replaced the three or four peo- 
ple in the live action shot with digital charac- 
ters and then added a bunch of other people 
and detail to sell the shot. J stayed up all night, 
but they kept it in." 

"He was here when we came in the next 
morning," says Digital Muse partner John 
Parenteau. "He caught the mood of the 
moment on that shot. People were running all 
over the decks, uncovering lifeboats, giving 
directions. And it was all done without motion 
capture." 

Capturing the mood of the moment on the 
Titanic is a richly deserved testament to 
Peppler's skill and obsession. 
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LJtijJJJiOjVJ 




LIGHT-ROM 5 is a three CD-ROM set featuring a 
new collection of Lightwave objects & scene 
files for any version of Lightwave on any 
computer platform supported by Lightwave. 

In addition to the new Lightwave collection, 
there are collections of Image maps and Image 
map sequences, 3D Studio objects (200 megs- 
importable into Lightwave), Imagine objects 
190 megs) and 240 Image Backdrops in 
752x 480 resolution in IFF24 & Targa 
formats. As with all LIGHT-ROM CD-ROMs, 
these collections on LIGHT-ROM 5 include 
thumbnail renderings for easy previewing 
(except Imagine objects). 






regular $ 39 9s sale $ 24 a5 

'LIGHT-ROM GOLD is a golden resource. ' 

Dan Ablan, author of Lightwave Power Guide, VTU 1/97 

U6HT4MHI 4 (2 CDs) ' 

regular S 44 9S sale $ 29 9S B 



WAVE OBJECTS FROM LIGHT-ROM S 




Ken Van Brocklin Loren Sharp juble mairston 

Call for FREE LIGHT-ROM GOLD, 4&5 Index Guide 



ORDERS ONLY 1*800 • 265 •4041 

VOICE / FAX - 502-363-2986 - Shipping is $4.95 for U.S. & Canada - $6.95 International / C.O.D. $4.50 Extra 



m 



GRAPHIC DETAIL 

GRAPHIC DETAIL INC. ♦ 4556 SOUTH 3RD ST. * LOUISVILLE, KY 40214 ♦ USA 

"LIGHT-ROM" is a trademark of Graphic Detail Inc. All other trademarks are the properties of their respective companies. 
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Santa Vs. 

The Snowman 




ABC's recent "Santa Vs. The Snowman" (which aired 
Dec. 13), the animated Christmas special, was an 
example of Lightwave 3D artistry courtesy of DNA 
Productions of Dallas, TX. "Santa Vs. The Snowman" is 
about a falling-out between Santa Claus and a resident 
snowman. Enlisting the help of snow-minions, the snowman 
tie on Santa and his elves, threatening to delay Christmas. Creator 
director John Davis (of Johnny Quasar fame) paired with producer Steve 
Oedekerk to bring the project to life. 



"I didn't gee into 3D to do photoreal materi- 
al: I got in to do better stop-mo," says Davis- "I 
am no longer limited by what 1 can build in my 
garage, only by RAM.' 

Santa was completely animated with 
LightWave using MetaNURBS, Morph Gizmo, 
and Puppet Master. All the animation was 
done in the two-and-a-half months allocated 
to the project. The project was made by a CGI 
team of seven animators, one technical direc- 
tor, and an assistant technical director. There 
were originally about 380 shots totaling nearly 
30 minutes of pure rendered animation before 
scenes were cut. 

Throughout the "Santa" production. Davis 
tirelessly worked to construct "a 3D cartoon; to 
take 2D eel techniques and design, and apply 
it to a 3D world." It has a cartoon look, inject- 
ed with the theatrical lighting effects and 
shadows that exist in the real world. 
Animators on the project found that because 
the design comes from eel animation, there 
are no compromises based on the technology. 



During the course of the three-month pro- 
ject, many of the maps were deliberately 
enhanced in Photoshop to make any realistic 
textures more "cartoony." 

"We created everything from rusty pipes to 
snowman tears," says Dave "Tex" Bradley, 
who also worked on the project. 

Toonsmith and DNA's co-founder Keith 
Alcorn believed that the foundations of tradi- 
tional animation would not only apply, but also 
strengthen the appeal of the project while 
incorporating eel animation into character 
design. Alcorn cites influences of J. Ward 
("Rocky & Bullwinkle"), and describes the char- 
acters as "pretty much over-the-top cartoons." 

"In eel animation one can cheat more," says 
designer Danny Dudley "3D presents chal- 
lenges of reality. For example, Santa's furni- 
ture had to match his short legs, which influ- 
ence the overall look." 

Davis stresses the importance of approach- 
ing computer animation as an artist, and not a 
technician. 



"I approach animation from the film side 
rather than the computer side." he says, 
"thinking in cinematic terms rather than 
merely technical terms, visualizing content to 
propel the story rather than just a cool graph- 
ic." Davis says that the medium allows for a 
constructive process of realization, "The fust 
75 percent is really fast, and that last 25 per- 
cent takes three times as long, but that last 25 
percent really makes the shot," he says. 

While "Santa" covered new ground stylisti- 
cally, several of the techniques were honed 
from prior experience several animators learned 
from working on the Casper sequel with OCS. 
All the central characters were translated into 
3D by Susan Ishida. "The MetaNURBS Queen" 
(a title given Ishida by Morph Gizmo's creator 
Fori Owurowa) states that drawings translate 
sometimes unpredictably. 

"What is cute or interesting in 2D changes 
in three dimensions," says Ishida. "3D has 
some distinct challenges, and some great 
advantages." 
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Have you ever felt it... 
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...that rush of adrenaline after creating 
something so wild, so breathtaking 
that you've startled yourself? 

Wne And Only Media, creators of MacroForm™, proudly introduces FXtreme™ and 
FXtremePRO™. These groundbreaking plug-ins allow you to create custom mesh deformation 
effects in LightWave3D™ Layout. The dynamic interface features an interactive OpenGL 
preview; timeline graph; and a hierarchical action list which allows you to assemble and 
manipulate your own infinite number of layered effects to any object. 

FXlreme explodes with endless animation possi- 
bilities. It includes three built-in modules: 
FlexFX™ which contains RailBend, RailMold, 
RailScale, RailTwist and RailWarp; XFormFX™; 
and ConlrolFX™. Create effects that would 
make even the seasoned 3D pro cringe in tear! 
And speaking of the Pro's... 

FXtremePRO is a must for all professional 

LightVVave3D animators! A compilation of FXtreme, MorphFX™ and powerful target iypes such 
as: MetaEffectors™ and spline patches, FXtremePRO allows you to have maximum control over 
your effects. Pius the PRO version is expandable! This allows you the flexibility of purchasing 
future FX power modules from One And Only Media such as DeformFX™, TimeFX™, etc. 
Effects can be as simple or as complex as you need; from a simple FlexFX bend through 
LightWave nulls, to a RailScaled, RailBent, Meta Effector cluster controlled, local TimeFX shifted, 
MorphFX channel morph. In other words, you decide the complexity based on your needs. All 
this power to help you unleash your creative beast. 

So, plug in FXtreme/PRO and let your cReatlvily rUn WILD! 

FXtreme "/FXtremePRO" 




For availability contact your Lightwave3D 
dealer or distributor, or you can visit our web 
silt* al bllp^/cbc'Ise.i.ios.com:80/-ononieclia 
for more information, system requirements, 
and demo software. 



— 



One And Only Media 
PO Rox 218 



(A- 

V '™ Vauxhall, NJ 07088-0218 
-~~ 



908-964-4546 
(},Kimc(iia©( hel sca.ios.com 



Copyright One And Only Media my/. MacroFotm, FXtreme. FXtremePRO, MetaEffectors. FlexFX. XFormFX. ControlFX. MorphFX. 
DeformFX anrl TimeFX are registered trademarks of One And Only Merlin. LightWave JD is a registered tmrfematk of NewTek, Inc. 
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FLYER WORK 

CAPTURES TOP 

AWARDS 



{ NOTES 



Arthur Polin of Map Memories 
Productions in Florida has been 
winning major event awards for his 
artistic wedding work with the 

Video Toaster Flyer. 

The work of Polin and his team 
at Magic Memories Productions 
has captured the Creative 
Excellence Award from WEVA 
International for the last three 
years straight as well as the PROVA 
Award from the Association of 
Professional Videographers last 
year. Polin, a hoard-certified inter- 
nal medicine physician for 20 
years, is operating his video busi- 
ness on the side. His specialty is 
30-minute "movie stories" of wed- 
dings that involve major editing 
and entertainment angles. 

"Because of the Flyer, I am able 
to shoot with only one camera and 
be extremely creative in post," 
says Polin. "As a result, I am 
booked almost through the end of 
1998 with high-end and high-pay 
weddings, bar raiizvahs, and other 
events." 



Area 51 has been contracted to do LightWave 3D effects for at 
least the first hour of "From the Earth to the Moon." It is a new 
13-hour HBO/Tom Hanks series covering the space program 
from the beginning to the landing on the moon. 



The effects of ABC's recently pulled "TimeCop" 
series were produced in LightWave 3D by Flat 
Earth Productions, which also does LightWave 
effects for "Xena: The Warrior Princess" and 
"Heicules: The Legendary Journeys." 

Megatoon Studios, Inc., based in Quebec, is 
using LightWave 3D in the upcoming 
PlayStation game "Jersey Devil." LightWave 
was used for all the modeling and level setup 
while texturing was done with a custom tool 
that allows UV mapping with LightWave 
objects. The character animation was created 
in Alias, then transferred into the LightWave 
scenes. 

idway Games used LightWave 3D for the 
arcade version of "Mortal Kombat 4" and 
"Mortal Kombat Mythologies: Sub-Zero" for 
PlayStation, Nintendo64, and PC. In "Mortal 
Kombat 4," LightWave was used for every- 
thing except motion capture. Four of the 
artists were Dave Michicich, Steve Beran. 
Tony Goskie, and John Vogel For 
"Mythologies," LightWave was used through- 
out. The artists for it were John Tobias, Josh 
Tsui, Richard Ho, Carlos Pesina. and Eugene 
Geer. 

Interplay has been using LightWave 3D in the 
creation of many games, including "Starfleet 
Academy," "Star Trek: Vulcan's Fury." 



"MAX.." "Fallout," "Shattered Steel," "Beat 
The House," "Balder's Gate," and "Red 
Asphalt." 

Red Orb Entertainment is preparing to 
release "WarBreeds," a real-time strategy 
game in which all creatures and devices in the 
game were built, animated, and rendered in 
LightWave 3D. This "genetic conquest" is 
expected to hit store shelves in early 1998. 

A number of former Digital Domain 
LightWave NT artists have joined together 
to form Station X Studios under the direction 
of Grant Boucher. In a surprising develop- 
ment, Fori Owurowa and Dan Milling, for- 
merly of NewTek, also joined Boucher's 
team. (See this issue's "TekMasters" on page 
18 for more information.) 

Motion Pack and Film Grain, both plug- in 
CDs from NewTek, are now available. The 
Film Grain CD retails at $149 while Motion 
Pack, which includes five plug-ins, retails at 
S249. 

The NewTekniques Web pages have moved! 
Check out the new site at www.newtekex- 
po.com. 

If you have information as to how LightWave 3D is 

being used in the gaming or movie industry, please 

email the name of a contact person and phone 

number to Joe Tracy atjtracy@main.rosenet.net. 



Teknhues December/January 1998 




Pfsolfl ptfjwidcC mirteiy ot HigWtFS. inc. 



Check out our web site at 
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MicroScribe-3D 

...The Ultimate 3D Digitizer 

MicroScrJbe-3D"". . .the fastest way to create realistic 3D images. 

What you can do with MicroScribe 

• Digitize complex 3D objects in minutes 

• Create realistic models as lines, polygons, splines, or NURBs 

• Save files in standard formats such as IGES, DXF, and others 

• Control light sources, camera locations, and trajectories in real time 

What MicroScribe can do for you 

• Saves hours on most 3D modeling projects from Animation to Engineering 

• Provides spatial accuracy to 0.009" (0.23 mm) over very large workspace 

• Works with 3D Studio, Lightwave, Alias, Softimage, Strata, and most others 
■ Functions on PC, Mac, and SGI platforms 

• Provides great counter-balanced feel for smooth, fatigue-free operation 

Who is using MicroScribe 

• Animators, Artists, Game Developers, Film Makers, Engineers, Designers 

• Atari Games, Namco, DreamWorks, Viewpoint DataLabs, Nike, Disney... 
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Immersion Corporation 
(408)467-1900 Fax (408) 467-1901 
(800) 893-1 160 ems: info@immerse.com 
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Grunt Boucher 

OUTSIDE THE BOX 



EDITOR'S NOTE: 

Grant Boucher is well known in the 

LightWavc 3D community to: his Leadership 

and effects work with the NT team at Digital 

Domain. Boucher recently formed his own 

company. Station X Studios, and got some of 

the top animation names in the industry to 

join him. We caught up with Boucher to ask 

him a number of questions about his past, the 

litanit movie, and his luture. 




Newlkkniques: You Ve come a 
long way in the last few years. 
Before we get to your new ven- 
tures, tell us what you did before 
coming to Hollywood and how 
you ended up there. 

Boucher Like almost everyone 
else who has come before or after, 
I wouldn't be in this business 
without the Amiga, the Video 
Toaster, and LightWave 3D 
(0.93gamma). ! had been a suc- 
cessful 3D graphics programmer 
and all-around physics, math, and 
computer geek in high school, but 
had stepped away from photogra- 
phy and filmmaking in favor of 
science fiction and fantasy writ- 




ing and theoretical physics Then 
the Amiga 1000 arrived in my life 
and I found I could write and do 
3D and 2D all on the same 
machine. 1 remember telling the 
owners of the computer store I 
managed in Florida that 
LightWave could change the spe- 
cial effects industry — that we 
could make movies with our home 
computers, I followed that dream 
right out the door of that company 
and into my own cheap apart- 
ment. I owned a Toaster in my 
Amiga 2000, but I upgraded to an 
Amiga 3000 and used the cracked 
FPU version of LightWave just 
long enough to make my first 
DCTV demo reel (NewTek forgive 
me!). That reel was showing in 
the local Amiga store where a 
producer friend of mine, Karim 
Miteff, at Nickelodeon, saw it, 
and I suddenly started making 
more money as an animator than 
as a writer (1 was still desperately 
poor, though). A year or so later, 
another friend of mine, Bill 
Wiatroski, met a man by the name 
of Richard Lewis, who just hap- 
pened to be the production 
designer for "seaQuest." Within 
months I was working in 
Hollywood and have been very 
fortunate ever since 
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Newlhkniquci What was your 
position at Digital Domain and 
what was the most enjoyable or 
profitable part of your experience 
there? 

Boucher: I was both a digital 
effects supervisor and head of the 
Windows NT division (and NT 
system administrator for the first 
year!) I think the best thing about 
Digital Domain was the attitude 
of the people The pirate flag, the 
"take no prisoners" stance, the 
place was made for my form of 
braggadocio. Seriously though, 
the opportunity tD work with 
some of the best eyes in the busi- 
ness, James Cameron, Rob 
Legato, and Price Pethel, all 
raised the quality bar on all of the 
work we've done. I also particu- 
larly enjoyed my meetings with 
Jim on Avatar. Jim truly grokked 
what the guys and I were all 
about. It is a small town and I 
plan to lead a long life. 1 hope to 
work with all of these men again 
sometime in the future 

In the past year 
you had the opportunity to vmrk 
on Titanic. What was your job 
position with Titanic and what 
was it like working on such a 
high-profile him with such major 
demands being placed on you? 



The Boucher ancestral 
castle in Ireland 



Boucher: My direct role in Titanic 
was very minimal. I had the title 
of digital Titanic technical super- 
visor, which basically meant I 
oversaw (along with Hector 
Bairera, NT system administrator) 
the design, construction, and 
operation of the 160-DEC Alpha 
render farm purchased by 20th 
Century Fox for Digital Domain in 
order to deliver Titamc. Fred 
Tapper, Richard Payne, and the 
team of NT digital artists who 
worked on the digital ship and set 
extensions really deserve all of 
the credit. My indirect role was 
much more satisfying. A year ear- 
lier there wasn't an Alpha NT 
workstation in the company. By 
the delivery of Titanic we had 
almost 250 Alpha CPUs in the 
facility. The film just wouldn't 
have delivered without the monu- 
mental changes we made to 
Digital Domain and James 
Cameron told me at the Titanic 
Wrap Party (on the Queen Mary) 
that the NT group had "changed 
the way he makes films." Even 
accounting for the fact that both 
of us were feeling no pain due to 
the open bar, the compliment 
meant more to me because it was 
a global affirmation of everything 
the team and I had fought for 
since arriving at Digital Domain. I 



take great personal pride in hav- 
ing provided some of the techno- 
logical solutions that ultimately 
allowed Titanic to be made. 

NewTekniques:What kind of 
instructions did you receive from 
Cameron as to what the finished 
product should look like and 
how hard was it to meet those 
demands? 

Boucher: Jim is notorious in the 
industry for his perfectionism. 
His reputation preceded him, but 
we had worked with dozens of 
directors on "seaQuest" and 
"Star Trek: Voyager." so we won- 
dered just how "bad" he could 
be. We discovered some very 
important things. Jim expects 
that the people around him are 
the best in the business and that 
they are fully capable of doing 
whatever he asks. While many 
people have failed this test, 
Richard and the guys did phe- 
nomenally well and always took 
their work the extra step. Their 
experience with Jim was a satis- 
fying one and without a doubt 
we would work with him again. 
The guys do gieat work. Jim has 
no problems with people who do 
great work. From an artistic per- 
spective, the guys came at the 
problems presented to them as 
artists and filmmakers. This is 
how Jim and Rob work as 
well. ..again, a very satisfying 
experience. The digital Titanic 
needed to look real and match 
the real set pieces. Once the 
guys reached that plateau, it was 
smooth sailing, and then Jim 
started having the guys replace 
even sections of the real set that 
didn't look right to him — just 
because he knew we could. That 



is what it is all about for us — 
artistic collaboration. 

NewTekniques: A lot of 
LightWave users are not going 
to know what is LightWave in 
Titanic and what isn't. But a lot 
of programs were mixed togeth- 
er to create it. Are their any dis- 
cerning aspects or shots that 
you can say "that is 
LightWave"? 

Boucher: If you can't tell whether 
it is real or not, then it is likely to 
be the real set and/or LightWave. 
I think the true testament to the 
achievement of Titanic is the 
seamlessness of all of the effects 
work. But if you look very closely 
at the laser disc of the film and 
say, "Hey, that's not real!" then it 
isn't a LightWave shot Seriously, 
during the barrage of Titanic 
press, magazines, or "The 
Making of" books and televisions 
shows — always remember that if 
it's a digital ship in any way, 
whether it's all digital or just a 
part of it, it's LightWave, period. 

Newlekniqi; Anything else 
you'd like to add about Titanic? 

Boucher: It was the team's first 
major feature film work — what a 
way to start your film career! 
People in the film business wait 
their whole lives to wotk on a 
film like this — it is a master- 
piece. Years before, I was fortu- 
nate enough to be screening a 
film test in the Amblin screening 
room with Steven Spielberg the 
day after he won the Oscar for 
Schindler's List. I distinctly 
remember being walked through 
the Amblin "adobe mansion" 
courtyard and seeing all the Stat- 
(continued on next page) 
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ues on display for the press. I was 
one of those people who believed 
the award was well deserved and 
told him so— again, he had creat- 
ed a mastetpiece. 1 told Jim this 
story at the Titanic Wrap Party 
because I feel the same vibe sur- 
rounding his picture. I wish him 
the best, but t think he doesn't 
need it now. . the work speaks for 
itself. Only Fred Tepper has as 
great a passion for the subject — 
Bred was hired at Ambiin five 
years ago because he had built a 
digital model of the Titanic! 

After Titanic pro- 
duction, you left Digital Domain, 
with a number of other 
LightWave animators, to start 
Station X, In a shocking move, 
Fori Owurowa and Dan Milling 
both left NewTek to also join your 
company. What's going on and 
what ate your plans for Station X? 

Boucher: The team has won an 
Emmy for the "Star Trek: Voyager" 
pilot, "Caretaker" (one of my 
proudest moments) and a Clio for 
the "Nike: Virtual Andre" commer- 
cial. The work on Titanic, the 



biggest film of all time, is excep- 
tional, and the guys have been an 
integral part of its success. The 
film would not have been possible 
without them. So, how do you top 
Titanic? Well, the answer is you 
don't, really. You can't keep top- 
ping yourself forever, although I 
have tried and succeeded more 
than any man has a right to, 1 
imagine. So, we decided that once 
the job was done, it was time to do 
everything we came to Digital 
Domain to do in the first place. So, 
Station X is an idea, ft is all of us, 
sharing as partners to create a new 
kind of film production facility 
(special effects are a very small 
part of the picture). Fori and Dan 
had just left NewTek and 
approached us after hearing from 
mutual friends that we were finally 
making the big move. Like much of 
Station X, the Planet X team, 
Digital Domain's post-Titanic prob- 
lems, Fan and Dan, timing and 
projects kind of all fell into place 
like it was meant to be. We're 
going to sail wherever the winds 
take us, but this time it will be our 
ship to sail. I can't believe men of 
this caliber will not succeed and I 
am honored to be at the helm. 

ikn/guss What would be 
your best recommendation to 
someone wanting to "break into 
Hollywood" as a LightWave ani- 
mator and what do you look for in 
hiring animators for your team? 

Boucher: CGI for us is really about 
filmmaking. We like artists who 
have a film background and not 
just a computer background. 
Along those lines, we are looking 
for traditional media artists, 
LightWave gods, model builders, 
producers who have "radical" pro- 
duction ideas, and programmers 



who believe a "digital universe" is 
not only possible but inevitable 
We ate thinking "outside the box" 
but with a firm foundation in both 
episodic television and high-end 
feature film work. We will be train- 
ing artists as well as hiring 
LightWave experts. We are looking 
for a rare mix of problem solving 
and art, with a sense of teamwork 
and honesty. I know what I am 
looking for. and so do the guys. We 
are looking to build on a founda- 
tion of exceptional talent — to cre- 
ate an artistic laboratory where 
there are no limits. Only I am per- 
mitted an ego. . .and even then, 
grudgingly as part of my job as 
"spokesmodel for X" 

NewTbkniques: Will Fori and 
Dan be building LightWave plug- 
ins for your company and if so, 
will they ever become available 
to the LightWave market? 

Boucher: Of course. Fori and Dan 
were attracted by the "no holds 
barred" approach to our internal 
tool set. They had already left 
NewTek for reasons of their own. 
and we were very excited to get 
the chance to keep them within 
the "LightWave fold" so to speak, 
but more importantly, to allow 
them to work directly with the 
artists who will use their tools — to 
see firsthand what does and does 
not work, and why Our intention 
with Station X is to not be wholly 
dependent on effects woTk, and 
selling our software tools is a 
great way of generating revenue 
without regard to the fickle mar- 
ket place. Will everything get 
released immediately? No way. 
We can only release tools that are 
bug free and have the features 
reguired for a commercial product. 
But we can't make any money on 



the tools without releasing them, 
so you can count on the vast 
majority (and the really cool stuff) 
to be available to all. We will be 
collaborating with NewTek, mak- 
ing it a win-win for all. This con- 
trol over our own tools creation 
was a BIG reason for forming 
Station X in the first place! And 
Fori and Dan are only half of our 
initial programming team. 

NewTbkniques: We definitely 
look forward to seeing your work 
in the future. Any closing 
thoughts you'd like to share with 
LightWave users? 

Boucher: LightWave has arrived. 
Titanic is only the largest, most 
high-profile example of what is 
being accomplished in dozens of 
films by all of the major 
LightWave houses and by individ- 
uals right now all around us. Our 
software is no longer an issue 
Our p'.atform is no longer an issue. 
Everyone in town knows SGI is no 
longer required to generate the 
highest quality work. Everything 
is bemg ported to NT, and by 
LightWave 6.0, every other soft- 
ware package out there will be 
playing catch-up with us. 
Whatever NewTek doesn't code. 
Station X and the many other fan- 
tastic LightWave developers out 
there will. Like the broadcast and 
game industries before it. the film 
industry is now being revolution- 
ized by LightWave and you. 
Sometimes it is not necessary to 
know what your destination is, 
but only how you intend to get 
there. 

End Note: Grant Boucher is a regular 
opinion columnist for NT Studio 
Magazine (www.ntstudio.comj. 
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Go With The Flow! 

eyeon Software's Digital Fusion brings the high-end post- 
production studio to NT workstations, with Ultimatte Keying 
technology as a standard feature* and the mind-bending 5D Ltd. 
MONSTER plugins (previously only available on high end SGI sys- 
tems). Digital Fusion not only delivers speed and power, it gives 
you the creative freedom you thought was out of reach. 

New Version 2 

With Digital Fusion's new time line layout, eyeon Software continues to 
revolutionize the post-production environment with Digital Fusion 
version 2. This non linear Compositing System gives you the flexibility to 
work with unlimited layers, while remaining resolution independent. 
Want the power to put it all together? With Digital Fusion's visual flow 
diagram, flexible interface and non linear time line layout you have a 
I powerful overview of the creative process. 

* Need For Speed? 

I Achieve real time interactive performance with the advanced multi- 
B threaded, multi-processor architecture that you thought was only 
H available on million dollar systems. Unlike our competitors, Digital 

Fusion directly supports DPS Perception and the 10 bit, uncompressed 
, Hollywood DDR for full broadcast quality video in and out. 

Working With Film? 

With many major feature films to its credit, Digital Fusion Film's 
W resolution independent, full 64 bit color fidelity and support for 
industry standard cine film formats, make it the choice for film 
production. 

eyeon Software's Digital Fusion accompanied with high end plugins 
from 5D Ltd. and Ultimatte make Digital Fusion the standard for non 
linear creative post-production and special effects. 

"Digital Fusion is my right hand and the possibilities 
are only limited by my imagination/' 
-Rich Noel of Post Modern 
"The speed in which we can work 

and render is very impressive!" "... a package that mill squeeze every last 

Tim Brown of ReZ.nS ounce of performance out of your system." 

-Video Age UK March 1997 

...our only choice for interactive designing 
and compositing, and is definitely the fastest 
thing in the place." 

-David Nelson of Unreal Pictures 

\ a 

Version 2 Now Shipping 




DIGITAL 

FUiion 



For More Information Check Us Ou 



'Ultimatte Keying technology is a standard ptugln 
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Creating the Titanic: 
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Action Film 



Above: Sunny view of litanies deck, before 

jL_ -L (iL_ I ■ _l t 



April 15, 191 2. The tnill ana water are digi- 
tal. Below: tfia 9/1 Oth scale of lanic in 
Rosartto, Mexico. 



ision. Without the Vision, the 168 DEC-Alpha-basecl Carreras 
(the render farm), the 2.3 million polygons (the Lightwave 3D 
ship), and the 750 billion bytes (the storage barn) don't amount 
to more than a very large hill of digital beans. With James Cameron's Vision 
for Titanic, the NT team at Digital Domain used Lightwave 3D and these 
immense resources to help create awesome brushstrokes that virtually 
resurrected the R.M.S. Titanic back to her short-lived splendor. 
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The NT Tmin at Digital Domain who worked on Titanic, back row: Fred Tepper, v 
Alan Chan, t/leni Tsirbas, Richard Payne, Peter Nye, Frank Aalbers, Rusty 
Ippolito, and Karl Denham. Kneeling in the sand is Andy Lesniak. 



In the film, Bill Paxton plays 
. A. uf 

iventurer, 

. treasure — 
Louis XVI's Blue Diamond of the 
mg the rusted ruins 
of the once glittering jewel of 
the White Star Line. James 
-n, Titanic's writer/direc- 
also "an adventurer, a 
:er who wraps his 
adventures^nto his movies," 
says Rob legato, the visual 
effects supervisor for the epic 
film. One of Cameron's grand 
expeditions was to deep dive in 
a Russian submersible 12,000 
feet below the North Atlantic 
surface to view the Titanic's 
shrouded remains. As Legato 
describes it, "The buried trea- 
sure that Jim found was the film 
itself." 

Told in flashback, Cameron's 
lush, lyrical vision is a romantic 
period piece mixed with class 



conflict. The decade preceding 
World War I witnessed a power 
struggle between the hard- 
working lower classes from the 
Industrial Revolution who con- 
structed the Titanic and the 
rich leisure class of Edwardian 
excesses for whom the luxury 
liner was built. Pauper Jack 
Dawson (Leonardo DiCaprio) 
breaks down those barriers by 
wooing and winning patrician 
Rose DeWitt Bukater (Kate 
Winstet). 

The making of the movie is 
also about romance. For years, 
Cameron has been both enam- 
ored and haunted by the Titanic 
tragedy. And in 1995, a decade 
after the discovery of the 
Titanic's remains 380 miles off 
Newfoundland, Cameron enlist- 
ed his brother Michael (both are 
engineers) to design equipment 
that enabled James to film the 



icy coffin during his 13 trips 
two-and-a-half miles below the 
ocean's waves. Thus launched 
James Cameron's voyage of the 
$200 million cineramic Titanic. ' 

Before they began principal 
shooting, Cameron and Legato 
gathered with experts to 
reprise the tragic events on the 
night of April 14, 1912. They 
considered all the theories as 
they studied eyewitness 
accounts, actual Vndersea 
footage r ^nd evidence from the 
ocean floor to reassemble what 
really took place. One of the 
consultants was Ken Marschall, 
a Titanic authority and 
renowned maritime painter, 
whose emotionally moving 
paintings of the Titanic now 
seem part of Cameron's emo- 
tionally moving picture. 

Not only did they have to 
unravel the mystery of what 



happened that fateful night, 
they had to answer a thorny 
question: Why make another 
movie about the Titanic? After 
17 movies and 18 documen- 
taries, what's new? Legato 
explains, "We wanted the 
moviegoerfT'to see something 
they never had seen before. We 
decided to put the viewer on the 
ship— not juSt during the ( 
cruise, but when it is sinking, 
■technically, that wasn't possi- 
ble before." 

The Titanic was 882 feet long. 
When it broke in half, the stern 
of the boat rose more than 20 
stories above the roiling water. 
Hapless passengers were plum- 
meted into icy waves. Because 
of safety concerns, stuntmen 
could not realistically portray 
these honors. 

"Previously, filmmakers could- 
n't tell this part of the story like 
(continued) 
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Shot Sheet Shorthond 



istening to the animators ol the NT Titanic 
team can make you leel caught in a cross- 
■ (ire ol cryptic ciphers— SSI 30, AW43. 
RS38. It is quickly learned that if you're going to 
survive you need to decode their shorthand — 
those cryptographs were shot numbers. SSI 39 
stands lor Ship Milts 'W- T035, "That's a real 
hero shot!" translates to Titanic % 35. You get 
the hang ol it. 

Here are sine of the other abbreviations that 
were used on the Titanic. 



we could," says Legato. "They told it from 
lifeboats. Ours is the first one in which the story 
takes place on a drowning ship. Jim has a great 
imagination and he imagined what it was like 
to be the last person on the ship before it goes 
down. The audience gets to come along on the 
tense, turbulent ride." 

To achieve the stunning effects that dazzle 
the viewers one minute and make them shiver 
the next, Digital Domain assembled a team of 
model makers, 2D and 3D computer artists, 
and programmers. Their task day-to-day was 



Hose Suicide 




Tenilic Work 
Guys. 



to construct a canvas so seamless that you 
cannot tell where live actors transmute into 
digital characters or when full-scale models 
meld into virtual vessels. Their ultimate goal 
for every effect was to achieve Cameron's 
Vision. Says Legato, "We did it for the shot. All 
the technical stuff might be impressive, but 
what's important is that the shot moves you." 

One of the first jobs was to recreate the 
Titanic in such detail that you believed that 
you were John Jacob Astor taking your morn- 
ing constitutional in the crisp North Atlantic 
arr. (Frosty breath was actually composited in 
some shots.) Legato had great success in 
using models in Apollo 13, so a variety of 
detailed models was constructed for this 
movie. Legato admits that the Titanic designs 
were light years more complex than the 
Apollo's. "The rocket ship was basically a tin 
can with a point on it." The most stunning 
Titanic set was the 10-story high. 790-foot 
deck built in Rosarito Beach on Mexico's Baja 
Peninsula. This monumental, 9/10th-scale 
model was suspended in a gargantuan tank 
that held millions of gallons of water. 

Other models in a range of scales were built 
for specific purposes. For example, a l/6th 
scale center of the ship was constructed for the 
horrifying scene when the vessel cracks in two. 
Another highly detailed 45-foot model was 
constructed to l/20th scale and was used for 
many of the "hero" shots (those long, sweep- 
ing, "ooh. cool" shots). 

Fred Tepper of the NT team at Digital 
Domain was assigned to craft the digital 
model using Lightwave. A little history here 
might be useful in setting the context in which 
Tepper was working. In the spring of 1996, 
Scott Ross, the CEO of Digital Domain, hired 
six LightWave artists as an expenment to see 
if LightWave could produce results in a high- 
end visual effects company. The NT team, as it 
was called, quickly proved its worth in Digital 
Domain's commercial division, producing 
award-winning ads for television (see sidebar, 
"A Class Act," page 28.) 

Though the team had designed some of the 
cars for The Filth Element, the Titanic was the 
first feature in which the NT team and 

Image sequence: At the beginning of this shot the 
poop deck and the man are real and the rest of the 
ship is digital. As the camera pans down, everything in 
the shot becomes digital, including the falling man. 
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Lightwave were involved from the beginning. 
So when Tepper first started, the rest of the 
Titanic crew at Digital Domain did not know 
how well IightWave-rendered images would 
look at film resolution. Because of this uncei- 
tarnty, Tepper did not know if or how his 
LightWave Titanic would be used in the film. 
But Tepper had a history of building the 
Titanic "on spec" 

Back in 1992, when he was learning 
LightWave so he could get a job on 
"seaQuest," he figured he needed to create an 
interesting underwater scene to impress Joe 
Conti, the show's visual effects supervisor. So 
Tepper found a painting of the wreck of the 
Titanic and began recreating the sunken 
shell. His efforts won him a position at 
"seaQuest," And in an odd twist of fate, the 
artwork that he referenced was painted by 
Ken Marschall. 

So. it's not surprising that Tepper was 
tapped to help design the Titanic at Digital 
Domain. And in fact, he began the project 
almost the first day he joined the company in 
March 1996. Richard Payne was the next NT 
member recruited for the project. His primary 
task at the start was texturing, though he 
occasionally assisted Tepper in modeling. 
They toiled for four months building and 
painting the ship. Tepper started at the front, 
erecting the bow of the binary boat and then 
building the poop deck at the rear. He then 
proceeded to complete it from front to back. 

Since they didn't know how their creation 
would be used, their guiding principle was to 
make the ocean liner as detailed as they 
could. Tepper says, "We figured the better we 
make it, the more they'll want us." Payne 
adds, "Like typical LightWave artists, we were 
trying to prove something." 

Their obsession led to a finished virtual vessel 
containing 2.3 million polygons. The complete 
boat with the hull was 236 objects with more 
than 85MB of image maps. To load a scene with 
the whole ship took 19 minutes. The LightWave 
model of the luckless luxury liner looked so 
authentic that you swear it could comfortably 
accommodate its 2,227 passengers and crew. 
Says Payne, "The bow is detailed enough that 
you canstar.d on it." 

The hyperbole doesn't seem so farfetched 
considering Payne literally took a month posi- 
tioning — by hand — 20MB worth of 3D rivets 
onto the hull. He also spent a lost weekend per- 







Wireframe of the sinking ship prior to 
adding the digital people. 



forating the hull with 1,600 portholes 
in four different sizes. The irony is 
that the one shot that highlights the 
shadows cast by the rivets was cut 
from the film. But Payne didn't regret 
doing that much detail And in fact, 
all the effort was appreciated by 
Cameron, 

As Tepper and Payne were completing their 
shipbuilding, they were performing tests using 
Lightwave's new enhanced antialiasing fea- 
ture and rendering at film resolution. 2048 x 
1556 pixels. "Everyone was surprised with 
how good the LightWave renderer was," says 
Payne. "It got us more shots" 

Once it was clear that LightWave could per- 
form, shots began to be assigned to the NT 
Titanic team. By the end of the movie, nine 
LightWave artists participated in the project: 
Tepper, Payne, Karl Denham, Andy Lesniak, 
Alan Chan, Frank Aalbers, Peter Nye, Rusty 
Ippolito, and Meni Tsirbas. They soon discov- 
ered that getting LightWave's foot in the door 
was easy compared to the challenges faced in 
completing some of the shots. A good example 
was shot RS38. (See sidebar: "Shot Sheet 
Shorthand," page 22.) This was a long tracking 
shot of Rose running to the poop deck. 
Because the camera twisted and turned, the 
shot was a tracking nightmare. 

Here was the situation: Rose (Kate Winslet) 
was shot running on the deck of the 790-foot 
model in Mexico. Because of the camera angle. 



you can see the hull of the ship in the frame. 
When the real model was constructed, there 
was not a complete hull, so the one in 
LightWave had to be composited into the shot 
of the real deck. To create a seamless effect in 
LightWave, Karl Denham needed to exactly 
recreate that camera movement in his scene. If 
he was off by one pixel, it created an illusion 
that visual effects producer Crystal Dowd 
dubbed "hull breathing. 1 ' Basically, it looked 
like the hull was detached from the deck. 

When the NT team was fust brought into the 
loop, the team members were told that their 
concern would be matching the lighting of 
these composited scenes. They were assured 
that a system had been devised for tracking 
motion control and the camera motion data 
would be handed to them "on a silver platter." 
The platter turned to tin. None of the data 
proved to be 100 percent reliable. RS38 was 
one of the first shots for which they received 
the film plates. It took Denham until July to 
sort out the motion control data. Ultimately, he 
used the data as a rough reference and did the 
final tracking by eye. 
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The Titanic Tragedy 

by Joe Tracy 

On Wednesday. April 10, 1 912, the Titanic left the part af 
Southampton to begin a voyage that ultimately was to end in New 
York. The Titanic was so huge and "state-of-the-art" for its time that 
the suction it created when leaving caused another ship, the New York, to 
snap all six ol its mooring ropes. It headed toward the Titanic, but quid 
action by the Titanic crew averted a collision hy only four feet. The voyage 
was delayed an hour. 

The Titanic had been the most amaiing ship ever built, complete with a 
swimming pool, gymnasium, suites (including fireplaces), two baibor 
shops, a Turkish bath, squash court, a Parisien cafe with French waiters, 
and even elevators. First class passengers paid S4.350 (S50.00D today) lor 
their chance to enjoy the opportunity ol a lifetime. Aod for four days they 
did until the midnight hour approached on April 14, 1912. 

At 11:40 p.m. that Sunday night, the lookout (who didn't have binocu- 
lars) spotted an iceberg dead ahead. The three-bell warning was given, but 
it was too late. The Titanic, labeled unsidstis because ol its "state-of- 
the-art" watertight compartments, struck the iceherg ani began to sink. At 
midnight the captain was warned that the Titanic would stay alloal lor only 
a couple of hours. The captain ordered that an "SIS." be sent, puttiog 
Titanic in the record book as the first ship to use it, as the emergency code 
had just recently been changed to "S.Q.S." from "C.Q.D." (Come Quick, 
Danger). 

At 12:25 a.m. the lifeboats (10 plus four collapsi- 
bles), ooly enough to carry half the passengers, 
began loading. The first one was lowered away at 
12:45 a.m. carrying ooly 20 people even though it 
had a capacity of 65. By 2:05 a.m. the last lifeboat 
had cast off leaviog more than 1,509 (oot ol 2.227 
people) still aboard the sinking ship. At 2:20 a.m. the 
Titanic, after splitting in hall, took its final plunge two 
miles deep to the bottom of the ocean. The 705 sur- 
vivors were picked up hy the Carpathia, who had 
heard the distress signals 56 miles away. It arrived at 
4:10 a.m. 



One day when Denham was hun- 
kered over the hyperventilating hull, 
Alan Chan passed his desk and said, 
"Are you still working on that shot?" 
Denham replied prophetically, "Wait 
until you get on this movie." Chan 
learned what that meant when he 
was assigned SSI 39. This shot is part 
of the terrifying sequence when the 
ship breaks up. We see the poop deck 
pitch perpendicular to the water 

To film this sequence, Cameron 
had built a prop christened the 
"ejecto poop " It is a section of the 
poop deck mounted on hydraulics so 
it can tilt 35 degrees as the ship lists 
m the water. It was Chan's job to 
attach the digital hull to the "ejecto 
poop" deck, matching its movement 




as it goes As before, the motion data was not 
reliable, but he had a bigger problem. 

The deck did not match the measurements 
of the hull. Have we mentioned that as the NT 
team started to align the digital model with 
the real ones, they discovered that each model 
used a different set of blueprints? And beyond 
that, the modelmakers, like any master car- 
penters, really didn't follow the blueprints 
exactly anyway. So in every shot, the 
LightWave vessel was stretched or somehow 
contorted to match the geometry of the real- 
life models. By the time the movie was fin- 
ished, there were 80 different LrghtWave ver- 
sions of the hull! 

And then there was the Vision factor. Often 
Cameron would ask that the model be twisted 
or turned to achieve the right look for the shot 
Occasionally, the poor digital hull was 
stretched like taffy to get that per- 
fect "eye candy" effect. When you 
consider that the hull itself con- 
tained more than one million poly- 
gons, you can Imagine the effort to 
manipulate that much data and 
keep it rendering properly. 

The payoff for Chan on SSI 39 
was when Cameron saw the shot 
during a video teleconference. 



High and wide looking down at the ship. 
floss runs aft toward poop deck. 
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"Cameron said that the Light Wave ship looked 
better than the set and then he turned and 
said it also looked better than the model," says 
Chan. When the NT team heard this, they 
knew they had arrived. 

SS140 probably proved to be the most spec- 
tacular shot where LightWave played a major 
role. In this shot, we see a man hanging onto 
the poop deck railing for dear life. He finally 
loses his gnp and falls 200 feet into the 28 
degree water. The camera follows his deathly 
descent in a whip pan. At the beginning of the 
shot, the poop deck and man are real; the rest 
of the ship is virtual. As the camera pans 
down, everything in the shot becomes digital, 
including the falling man and the crowd of 
flailing, freezing people already in the water. 
(Ninety- five percent of the digital people m the 
movie were created with Alias and Softimage 
software. Occasionally, as in shot 146, Peter 
Nye would create some LightWave people who 
got along swimmingly with their digital 
cousins.) 

Frank Aalbers was responsible for tracking 
this shot. Aalbers became known as "Eagle 
Eye" because he could track the most difficult 



shots by eye. For SS140, once the camera whip 
pans, there is nothing to track to — the back- 
ground is pure green screen. Still, Aalbers 
nailed the motion while matching the camera 
blur The final effect is seamless and the shot 
is a perfect example of Cameron's Vision of 
telling the Titanic story from onboard a 
"drowning ship." 

And of those first-class LightWave animators 
who helped meet and surpass expectations in 
the service of the Titanic, many weie put out to 
sea. But don't worry, some of them have already 
discovered new waters for launching their con- 
siderable talents (see "TekMasters." page 18). 

As for James Cameron, throughout all the 
budget bashing and deadline gnashing, he did 
not compromise his Vision — he achieved the 
look, the story, and the performances of a mas- 
terpiece. And only Cameron knows if block- 
buster ticket sales or an armload of Oscars for 
his efforts could be as satisfying as fulfilling an 
impossible dream. 

Dick de Jong and Molly Dinkins produce video docu- 
mentaries and animations for Multimedia Associates in 
Austin. TX, and can be reached at mma@eden.com. 
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Htwiekmqm. April 199).) 

When the til team and liyfu'.Vave weie considtred for 
blank if was a case of life imitating arras they found 
themselves in the middle n( a micro cow of a class soci- 
ety, albeit benign Traditionally, visual effects stats foi 
films were produced with stale models and motion con- 
trol cameras (think of this as "old money") Any comput- 
er -generated imageiy was rendeied on expensive SCI 
workstations (these are Hie "mmveaufitlie") Ihe HI 
team play! the rale ol the lirash nnrtwy cl 
noil! reject (feideimgthcii DK Alpha 
maybe they should be called middle crass J 

As production on to/rprayiessad, the NT to*... 
LightWave gamed the respett ol the upper classes and 
upper management. The testament to tew far they have 
come is up on the screen -al 
you don't see as what you do In shot after magnificent 
shot. lightWave is blending seamlessly with old money 
(beautifully detailed models) and with the nouveau Me 
(dynamic digital waier). Rank's Duly a class act 



An 

m u Iti-meci i < 
CD-Rom fctr 



The EASIEST and 
."■" way *° 



7^Z 



\Zc*itimt*. 



tit* 1 foiiowincj: 



mi i tin' t :tt*M 

•antintoc **un and «»cllp 

Find" With J?» ClisplaCOIIiorn mil 

- Cruiiln a rtiallff tic axploslon with ithll-f r itm«» hmiuu tiiM|i*i. 
Inxt lutunal*. 

- Cronte * looping Fmclal Nol«o Imago voquonco, 

- Make lonor baomit that look graat and aro «asy to control. 

- Work ■.■v*iii i .ivisrit and clnurly namo polyoon *u«faco«- 

If I.I.IM.-1.IJV titt.J'- WlH» Hi'- (Vlu»|lll [.llll.lll.ll 

f4oi*lt->ti<:;clly Itfilit your « """ 

■ tui:ik» rocket iiiruster cxhauvt that"? ^nny to control. 
At-.n uii.liiflid 

irvlvw wllli Alan Chan front Digital Domain. 

- Datailod Info on many UghtWuva compallblo product*. 

- Numoinim liMoga* <& animations from other t.lfjhtWaw u 
ia of LlghtWavo compatlblo objacta and ImaguM. 

Thousand* of maiMgaa from tho LinbiWavu mailing lii 

- Many plugfn and program dumo«. 

- All tutorial* done with i.iglitVUav«. S.O 



s4 / L s4 & L ^.- 



\Zottime. 2 contains tne follow§n0: 

Vklfto Tutorials 

:, l-IOUKS ol R1C3 UlJOxliOO vkUki Klip-* «n ? CDsl 

- r.i- .. i- id i' t .* lvlc*tith/iitt«oii-f t i'Jrit.lty ch;»i';n;i«:i with r.iii 

- Sotting ttp Bonus, MotaMatlon, and I.K. for your ch_ 

- Animating your character: Walking and Running. 

- Intoracting with other objocts and Picking stuff up. 

- FucIhI l:xpr*!ssi(«ii, Lip-SyiitHrio* .%«>< i much morwl 

l«.xl Tutorial:. 

- Uniny Mulariurbii to cntalti morphabla characlar fac 



rb« to craata morphabla character fa 
r with Puppet M 
up bono .1 . i 



- How to put ■ I- 
■ I .' , tootprli 

- Animating Sa ■ • • t 

Al'io included: 

- All of tho addltli 



> in sand, dirt, or 
l with IK and sopor 



.to body parts. 



rno 1 . 

.'|r.illlHi.-'l 



it lift* 
LfghtWa 




Available for PC 
and DEC Alpha 

ONLY 

$49.95 



Order both CDs 
for ONLY: 

$90.00 



Available for PC, 
PowerMac, and 



ONLY 

$49.95 



\ 


52? 






K 







Recommended System Configurations 

PC: Pentium, 16mb RAM, audio card, 
4x CD-Rom, WlnSS/WinNT 

DEC Alpha: FX!32. 16rnb RAM, audio card, 
4x CD-Rom, WinNT 

PowerMac: 16mb RAM, '.« CD-Rom, 
System 7.5 or greater 



ft's/f us on i 

Wor/d W/de Web 

for EREE Donios, 

Rrogratn Updates, 

and LOTS of 

other Coo/ Stuff/ 



Circle #226 



ent HI 



/ Info: CI 



Orders / Info: (5 18) 7S6-68SO 
FAX: (5 18) 756-6836 
E-Mail: info@tv3d.com 
Website: http://i 

SI 





Co-Pilot Audio & Co-Pilot Video 



"Just the kind of tools we need for flying" 

"Things are so much faster, "Co-Pilot Audio is just what 
I'm going to up my editing I needed to make mixing a 
rates!" breeze. " 



"Co-Pilot Video cut 6 gigs of 
waste from my project! 
That's like having an 
extra hard drive!" 

"I cut 300 stills to a music 
track, then added 300 
transitions with one click. " 



"Aussie's audio ramping 
saved me hours and hours 
of work." 

"Wow! The time I've saved 
with Co-Pilot... my wife 
thanks Aussie!" 

"A truely satisfied user with a 
couple of great Co-Pilots. " 



(9Zware 

21230 Meadow Lake Rd., Snohomish WA 98290 



(360) 805-0148 

ozware@aol.com www.vionline.com/ozware 



Circle #248 
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Directory Structure. 
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n numerous past occasions I have written about Content 
Directory structure, but I am convinced that practically nobody 
properly understands the concept. Why do I think this? On too 
many occasions I have been asked to render some things that were cre- 
ated outside of Digital Muse. After being told that "everything was set up 
for a Content Directory" and being sent the scenes, objects, and image 

Figure V. fj| eSi | t r j ec j \ Q | Q ad the scenes and was repeatedly asked by Lightwave 3D 
The Content Directory button 

to try to locate objects and images. This is an undeniable sign that: a) you 



is located in Layout's Options 
panel. 



itSfH^X 



' 



Figure 2: 

Any directory that contains 

the appropriate directories 

can be used as a Content 

Directory. 



don't have your Content Directory set up right, or b) you didn't have your 
Content Directory set up right when you created your objects and/or 
scenes. I'm going to give it one more shot and hope it sticks. You will 
appreciate it in the long run. 



lei's start with a little background 

A long time ago in a galaxy far away, 
LightWave 3D could be found on only one 
computer platform— the lonely Amiga. 
Located on the Amiga hard drive, in a directo- 
ry called "NewTek," could be found the follow- 
ing directories: Scenes, Images. Objects, 
Motions, and Envelopes. . . Sound familiar? If 
you loaded a scene, LightWave automatically 
looked first in the NewTek/Scenes directory. 
Similarly, loading an object would default you 
to NewTek/Objects. Even though nobody 
knew it, LightWave had a built-in content 
directory structure. It was set to the main 
NewTek directory. So the Content Directory, 
according to LightWave, is that directory that 



contains the Scenes, Images, Objects. 
Motions, and Envelopes (and later, more) 
directories. 

In 1994 it was decided by NewTek that 
LightWave would go cross platform. In start- 
ing to develop the other versions of LightWave, 
Allen Hastings really wanted to maintain 
compatibility with older (i.e. Amiga) versions 
of LightWave plus allow for cross-compatibili- 
ty between different platforms. He pictured 
how cool it would be to allow artists to create 
on one type of machine and bring everything 
over to another type of machine to render. You 
could do stuff on your home PC, bring it to 
work and render on Alphas or SGIs, or take it 
to a friend's Amiga and have your friend load 
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it. One inherent problem existed. There were 
no real similar directory structures between 
SGIs. Amigas, Macs, PCs, and Alphas (OK, 
maybe between PCs and Alphas). So how to 
solve this little dilemma? There was an easy 
solution. Enable the user to change the con- 
tent structure so it was all relative! Voila 1 The 
Content Directory button was given an official 
space on Layout's interface. 

Why is it so important foi content stuff to be 
relative? To explain it, let's look at a section of 
a scene file: 

LoadObjectObjects\007\SphereBlur2.1wo 

ShowObject 8 5 

ObjectMotion (unnamed) 

9 

1 

-7.5 -1.71 30.552 1.326 1.276 1 .276 

The first line is what we are concerned 
with. Notice that the location of the 
"SphereBlur2.1wo" object needed is in the 007 
directory lecated within the Objects directory. 
The same object would have loaded fine if that 
first line read instead: 

LoadObject D:\Content\Objects\007\Sphere 
Blur2.1wo. 

This assumes, of course, that D:\Content is 
the directory in which the Objects directory is 
located. The only difference here is that the com- 
plete path name of the object file is located on 
the LoadObject line of the scene file as opposed 
to the relative path found in the first example. 

So, let's say this is how your scene file was 
written. This would be a dead giveaway that 
your content directory was set to something 
other than D:\Content when you first leaded 
that object. Let's further suppose that you save 
all of your objects to a Zip drive and take them 
over to a friend's house to render. Furthermore, 
your friend doesn't have a D:\ drive, only a C:\ 
drive and it doesn't even have a directory 
named "Content" on it and the Zip drive is 
assigned the letter E:\. Do you picture some 
slight problems when loading the scene file on 
your friend's computer? 

To complicate things more, let's assume that 
all of the images associated with the above- 
mentioned object were originally located on 
another drive (assigned as F.\) on your system. 



Attempting to load the scene file on your friend's 
computer will result in error messages trying to 
locate the object and again when attempting to 
locate the images that are needed. 

OK, what are a few measly eiror messages 
that only require you to find the new location 
of an object and the couple of images that are 
associated with it? It's probably not that big a 
deal. But let's say that you have 200 objects in 
your scene and 100 or so images? Now it gets 
a bit complicated. And how about if you have 
to render on different types of computers that 
don't have any access to any of the drives that 
are listed in the scene file and object files? 

OK. Let's simplify Let's use the CONTENT 
DIRECTORY! 

A Content Directory based on projects 
might be the best course, especially if you 
know that you will have to transport your data 
to another location. Even if yau don't transfer 
all that often, a content structure set up on 
projects is still a good idea, I believe, for easy 
archiving and removal of old data. 

Let's suppose that you do flying logos for 
large corporations for a living. Here's how you 
could set up a file structure to incorporate the 
Content Directory design: 

C:\Freelance\Clients (main directory) 

AT&T 

Envelopes 

Images 

Motions 

Objects 

Previews 

Scenes 

IBM 

Envelopes 

Images 

MotionsObjects 

Previews 

Scenes 

Microsoft 

Envelopes 

Images 

Motions 

Objects 

Previews 

Scenes 
Now, to make things work smoothly, when- 



ever you do work for AT&T, you would change 
your Content Directory to the 
C:\Freelance\Clients\AT&T directory. When 
doing Microsoft work, you would change it to 
ClientsYMicrosoft. The key is to make sure that 
the Content Directory is set before working 
and keeping all the relevant items (objects, 
images, etc.) in the proper directories withm 
the proper main content (i.e., AT&T or 
Microsoft) directories. Assuming you do this 
right, there should not be one single reference 
to a full path name for any object or image 
located anywhere within your scene and/or 
abject files. Of course, you can have as many 
sub-directories within the main content direc- 
tories as necessary. For instance, 
AT&T\Objects could contain directories of var- 
ious names with objects located within them. 
The whole secret is that whatever directory 
you set Layout's Content Directory button to 
should contain Scenes, Images, Objects, etc. 
directories. 

So, let's say you have your Content 
Directory set to CiientsVAT&T and you create a 
nice scene file that you are going to take to 
work to render. Here's how to make it simple: 

Step 1: Copy the whole AT&T directory (and 
therefore all of the objects, images, and scene 
files that you need) to your Zip drive and stick 
it in your backpack. Take it to work and stick it 
in a Zip drive there and copy the AT&T direc- 
tory to a hard drive (or run it from the Zip. . . it 
doesn't matter). 

Let's say that at home, the full path name of 
a scene you set up was C:\Freelance\Clients\ 
AT&T\Scenes\NewLogo03.1ws. Once you copy 
everything at work, the new path name is now 
S:\Bob\Personal\Chents\AT&T\Scenes\New 
Logo03,lws. 

Step 2: Start LightWave. Go into the 
Options panel and change the Content 
Directory to S:\Bob\Personal\Chents\AT&T. 
Close the requester, choose Load Scene, and 
you should see the scenes within the AT&T 
directory. Select NewLogo03.1ws and hit OK. 
Your scene will now load without a hitch. If 
you get any error messages saying Layout 
can't find an object or an image, then you 
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With an Enorex 533MHz AlphaPowered 7 
System, You'd Be Going Home On Time! 



Under the gun? Enorex can help! 

Tired of working through dinner, 
again! When it's crunch time and the 
work just has to get done, an 
AlphaPowered™ system from 
Enorex will make the difference! 
Now. for about the price of one of 
the "conventional" alternatives, 
your productivity will soar with 
applications like Lightwave running two 
to three times Faster. Every Enorex server and workstation, 
including the Enorex Ultra PC 533-3D, features an Alpha 
processor that executes up to TWO BILLION instructions per 
second! Scorching performance, aggressive pricing, and 
dedicated service & support make Enorex a 
great choice for your NT needs. 

Run over 6,000 applications, almost 3,000 of which are 
specifically engineered to run Alpha at "full-throtHe," including: 




Lightwave 3D 


llluminaire 


MicroStation 


Softimage 


Digital Fusion 


MeshPaint 3D 


FormZ 


Pro Engineer 


Sound Forge 


Speed Razor 


SolidWorks 





You DON'T Have to Settle For Less! 

533MHz Alpha 21164PC RISC Processor 

Digital PC164SX Motherboard w/1MB cache 

64MB Synchronous DRAM 

9.1GB Seagate Barracuda AV Hard Drive (7200 RPM, 9ms UW SCSI-3) 

Symbios Ultra Wide SCSI-3 Controller 

Symmetric Glyder/TX OpenGL Graphics Accelerator 

Toshiba 24x EIDE CD-ROM Drive 

ATX Mid-Tower Case w/8 Drive Bays 

300 Watt Power Supply 

Windows NT 4.0 Workstation 

Digital FXI32 Binary Translator 

Wright Design 1.0 (Ultra-Fast, Award-Winning 2-D Application) 



Ultra PC 533-3D 

$4,499 

Ptease call for Leasing Info 




Please call or check out our web site for many other 

AlphaPowered systems, upgrades, and options. 

Systems start at an amazing $1,999! 



Floating Point Performance based on SPECfp95, a key 
performance factor for multimedia and numerical 
applications- SP£Cfp95 Is an industry standard benchmark 
pub ished by SPEC at www.specbench.org 



AlphaPowered 



wrKOSOiT. 

WNnOAS NT- 
COMKT1BLE 



"The architecture seems to be much better for 
multitasking and a three-fold speed increase means 
we can beat out other companies in turning around 
projects." 

Chris Maclntire, Head of Production 

Unified Film Organization 




[PCComputingJ 



Verdict: An excellent 
value in an Alpha 
machine for the 
desktop. 'The 




Enorex Professional UPC-500S costs less than 

many Pentium lis. ..the high transfer rates of its 

SCSI hard drive and its low price make it a fine 

alternative." 

PC Computing • July 1997 



'Enorex offers NT systems that 
yield screaming floating-point 
performance, are aggressively 
priced and are available via 
direct-mail distribution. ..these three factors have 
helped Enorex build a loyal following among 
power-hungry NT Workstation users." 
Windows Magazine * Summer 1997 



1 -888-703-6673 

www.enorex.com 
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BY JOE 
TRACY 



COMMENTS OR 
SUGGESTIONS 



jtracy@ 
main.ras6net.net 



TIPS, TECHNIQUES, TUTORIALS, AND SHORTCUTS FOR YOUR VIDEO TOASTER FLYER PROJECTS 



Parstdle and lenison Speah! 

PLUS YOUR QUESTIONS ARE ANSWERED 

The Video Toaster Flyer has been on a roller coaster ride since the last issue 
of NewTekniques. At NewTek Expo, in a dealer meeting, NewTek 
announced that all future Toaster/Flyer development was "on hold" pend- 
ing further action by Gateway 2000 on the Amiga platform. Once word of the 
announcement leaked out of the meeting there was chaos on the Internet as many 
people sought to make sense of it. What did it all mean? Was NewTek abandoning 
the Amiga platform altogether? Was it going to dump its video products forever in 
favor of animation? 



No doubt, the Internet discus- 
sions were heated. And three 
weeks after making the 
announcement, NewTek's CEO, 
Dwight Parscale. issued a state- 
ment that said, in part: "We 
remain committed to Amiga tech- 
nology and believe the future 
holds the potential for more great 
things- We have never stopped 
beheving in or supporting the 
Amiga, our users, or the creative 
talent that finds ways to use or 
improve our technology." 

A few days later, NewTek's 
founder. Tim Jenison, gave a 
speech to the Professional Video 
Toaster Users Group of San Diego, 
CA. Jenison echoed Parscale's 
comments and added that "there 
is not a day that goes by when 
Dwight and I and the marketing 



people, and some of the engineer- 
ing people, don't discuss what we 
can do with new Amiga technolo- 
gy" He further stated that 
NewTek continues to work on 
Flyer developments, like HQ6 
mode. He stated that NewTek's 
work on the Amiga platform will 
depend on what Gateway does 
with it. He also confirmed that 
NewTek has also been working 
on a Toaster for Windows, but 
would not comment further 

With those reassurances, 
Jenison turned his attention to 
other Flyer issues. 

DV, FireWire, and (Alitor 

Jenison briefly spoke about digi- 
tal video and the Flyer. "Tape 
noise is the Flyer's worst enemy," 
he said. "When you use digital 



tape, there is no tape noise. So 
the Flyer is just tickled to death 
with that signal." 

About FireWire, Jenison stated, 
"I hear from guys occasionally 
who are working on a FireWire 
connection to the Toaster" He 
further stated that the benefit to 
using it with the Flyer is very lit- 
tle. Even so, there may be some 
third-party companies working on 
FireWire for the Amiga. 

Jenison also introduced two 
new additions to the Cahbar fam- 
ily. One is a combination NTSC 
and PAL Cahbar and the other is 
a Serial-Digital Calibar Both 
should be on the market withm a 
few months, joining NewTek's 
NTSC-only Calibar that was 
released last past summer. 

For a more in-depth report on 
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Parscale's comments and 
Jenison's speech, go to the 
NewTekniques pages at 
wwwnewtekexpo.com and select 
"News." 

Once again I've received a 
great batch of questions for this 
issue. Let's get right to them. 

Q^ Sometimes when I'm in a 
. clip's Controls panel and 
using the arrow keys to go 
forward or backward, it does- 
n't properly do it. Instead of a 
smooth playback, I get a jerky 
one-frame-at-a-time play- 
back that forces me to keep 
clicking to make it go for- 
ward. If I reset the Flyer it 
works fine. Isn't there an eas- 
ier way' 

A This is a common, yet ran- 
• dom, problem. And luckily for 
you there are many solutions 
outside of re-setting your 
Flyer card. The easiest solu- 
tion is to press the square 
stop icon in the same Control 
panel (Figure 1). Now hold 
down the arrow keys and 
you'll see it play back 
smoothly. 



Q 
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have an Amiga2000 Toaster 
• and an Amiga4000 Toaster/ 
Flyer. Someone is interested 
In buying my Amiga2000 
Toaster, but only if NewTek 
will transfer the registration. 
Is this possible? 

Yes, it is possible. You'll be 
required to give the new 
owner a Bill of Sale and a 
Letter of Registration 
Release. On both these docu- 
ments you must list the serial 
number of the Toaster card 
you are selling, In the regis- 
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tration document you must 
list your name, address, 
phone number, and the fact 
that you are transferring your 
registration. Both documents 
must contain your signature. 
NewTek will call to make sure 
that the transaction took 
place before making the 
changes. The new owner 
should fax both documents to 
(210) 341-2140, or send them 
to NewTek Customer Service: 
NewTek, Inc., Fountain Head 
One, 8200 IH-10 West. Ste. 
900, San Antonio, TX 78230. 
After the sale and registra- 
tion transfer approval, the 
new owner can take advan- 
tage of upgrade discounts 
(2000 card to 4000 card) and 
technical support. 

Sometimes I have a client 
working with me and we'll 
record a 10-minute clip and 
then it takes 10 minutes to 
process! What is taking it so 
long? 

If you make any adjustments 
to that clip in the Cut Clips 
panel, then it has to rewrite 
all the information to the 
drive. This includes adjusting 
your In Point, Out Point, 
making it Video Only, or mak- 
ing it Audio Only. To get 
around this, record what you 
want to use, give it a name 
then click Process. It should 
be saved instantly to your 
drive. 

My client gave me his logo on 
• a disk for a video project I'm 
working on. The problem is 
that it is in JPG format. How 
do I get it into the Flyer? 
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4 Put the disk in your floppy 
• drive. From the Flyer go to 
Project/Files view. Open up 
your ARexx directory (RX 
Tools) and double-click on the 
Import icon. You'll be asked 
what graphic you want to dis- 
play. After making the selec- 
tion it will want to know 
where to find the graphic. 
Use the arrow key above the 
scroll bar to navigate to your 
floppy disk and select the 
graphic. Click OK. After a few 
minutes the graphic will 
appear in DV1 or DV2. 

I'm working on a feature article 
for the April issue of 
NevsTekniques on how the Flyer 
is being used in high-end situa- 
tions (see "Short Takes" on how it 
was used on the Titanic expedi- 
tion). If you are using your Flyer 
unit m high-profile situations, 
please e-mail me via jtracy@ 
main.rosenet.net so that I can 
talk with you. Until next time, 
keep flying! 



Figure 1 



Joe Tracy is editor-in-chief of 

NewTekniques. He can be reached at 

jtracy@main. rosenet. net. 
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N6LY DIFFICULT LIGHTWAVE TECHNIQUES 



ey scon 

WHEELER 



The first installment in 
the second level of 
LightWave courses 

— "LightWave 2D1 ." 



Project Bird: 

THE CREATION 



Figure 1 
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elcome back for another year of LightWave 3D instruction. This year 
we will be covering some more advanced topics of Lightwave's 
Layout and Modeler. One area we will most certainly be spending 
time in is the plug-in structure. As such, I have several plug-ins in mind that we will be 
using in the near future to finish our class project. They are Particle Storm from 
Dynamic Realities and Vertilectric from Blevins Enterprises. I consider each of 
these plug-ins a must-have for serious animators as they are well worth the 
cash. Let's get down to business. 
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Figure 3 



This year's project will 
involve a fair amount of 
modeling, so let's start 
there. Open Modeler and 
pull up the Display Options 
Panel [d]. We need to make 
sure we are all using the 
same grid size and measure- 
ments, so double check that 
in your Options panel. 

(In the Options Panel. 
. Orientation should be 
set to Quad Logo (XY). 
Preview Type, 
Visibility, and Input 
Device are personal 
choices on how you 
like Modeler to look so 
you can leave them 
alone or change them 
to what you like. Unit 
System should be 
Metric with a Default 
Unit of Meters. Grid 
Units should be 1, 2.5, 
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5 with a Grid Snap of 
Standard, 

Now that we're all measur- 
ing the same, let's zoom in 
[>] until the grid size indica- 
tor on the lower left side of 
Modeler reads 2.5cm. Our 
final bird will be about 25 
centimeters long so at the 
magnification level we can 
get a large portion of the 
object in view while being 
close enough to make minor 
movements. 

For me, the beginning of all 
MetaForm objects is the Box 
[shift - xj. In the Top View 
place the cursor at X: Ocm Z: 
7.75cm. Note that there is no 
Y-Axis number since the Y- 
Axis is not represented in the 
Top View. While holding down 
the left mouse button, drag 
the box until the Position is X: 



4. 



5. 



1.75cm Z: -1.75cm, 

Since we don't want our bird 
to look like it just got run over 
by a steam roller, let's add 
some depth to the box. In the 
Face View, place the cursor at 
X: 1.75cm Y: lcm and left- 
click. To finish the box, right- 
click at X: 1.5cm Y: -2cm. 
Pressing the Space Bar will 
cancel us out of Box Mode. 

Now let's add a little charac- 
ter to our bird body by drag- 
ging (ctrl - 1] the points in the 
Left view located at Y: -2cm Z: 
-1 75cm up with the right 
mouse button until the Offset 
equals Y: 5mm X: 0m. If all 
has gone well, you should 
have an image similar to 
Figure 1. Trust me, it gets 
much more exciting than this, 
but, ya gotta start somewhere. 
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Now that we have the base 
. shape for the body, let's add 
a little detail. In the Left 
View select the top and bot- 
tom polys only To add some 
roundness to the stomach 
and some arch to the back 
we need to Smooth Shift 
[shift - f] the selected polys. 
In the Smooth Shift pane! 
type in 5mm for Offset and 
make the Max Smoothing 
Angle 0.0. Our bird body 
should round off so that it is 
fatter in the center of the 
body than it is at the edge. 
To accomplish this, we need 
to drag [Ctrl - tj the outer 
edges of the selected polys 
in toward the center By leav- 
ing the polys selected we 
can be assured that we will 
only drag points on the polys 
we want. 

I In the Top View left click at 
. X: 1,75cm Z: 7.75cm and 
drag the points X: -5mm. Do 
the same to the points at X: 
1.75cm Z:-l .75cm. Our 
model should now look like 
Figure 2. Still not very excit- 
ing, but we're getting there, 
«ln the Left View. Drag the 
• edges of both the top and the 
bottom polys until you have 
an image that resembles 
Figure 3. 

A Let's add a tail to our little 
*• friend. Since all good models 
are aligned facing the Z-Axis 
we know that the beginning 
of the tail must be the rear 
facing poly at Y: -5mm Z: - 
1.75cm in the Left View. 
With just this poly selected, 
Smooth Shift [shift - f] it out 
with an Offset of 5cm twice. 

You should now have two 
squares extruded off the 
back of the body. As you've 
probably noticed by now 
when building an object to 
be MetaFormed I make a lot 
of Smooth Shifts and Point 
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Drags to get the desired 
shape. So, with that in mind, 
let's Drag [ctrl - t] the points 
at Y: 7.5mm Z: -6.75cm in 
the Left view up 2.5mm on 
the Y-Axis. Then let's Drag 
the points at Y -1.5cm Z:- 
6.75 to an Offset of Y: 2.25cm 
Z: 1cm. You can now start to 
see the profile of the tail tak- 
ing shape. 

Finish the profile by drag- 
• ging the points at Y: -1.5cm 
Z: -1 1.75cm to an offset of Y: 
5mm Z: 2.5mm and the 
points at Y: 7 5mm Z: - 
11.75mm to an Offset of Y: 
Omm Z: 3.75mm. Your profile 
should look like the Left 
View of Figure 4. Complete 
the tail by dragging points 
around on the Top View until 
they resemble the orientation 
in the Ibp View of Figure 4. 
The precise locations of the 
points are not as important 
as the overall look, so don't 
get too carried away with 
matching exactly. 



With the body and tail done we 
can focus on adding a wing to our 
creation. A bird without wings is 
like lunch. 

B Select only the poly on the 
• +X side of the body at X: 
1.5cm Z: 3cm. We will make 
this poly the main connec- 
tion point for our wing into 
the body. In order for our 
final model to have a smooth 
transition point we'll Bevel 
[b] the poly. Set the Inset to 
7 5mm and the Shift to 1cm 
and click OK. Your model 
should look like Figure 5. 

Jl We want to be able to mold 
it' our wing into a good shape 
so we need to create enough 
detail in our MetaBox to 
allow for this. We can 
accomplish this by making a 
series of Smooth Shifts [shift 
- b]. Set the Offset to 1.1cm 
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and the Max Smoothing 
Angle to (0.0) then click OK. 
Repeat the Smooth Shift nine 
times so that you end up 
with a box with 10 segments 
off the side of the body. Press 
the forward slash [ / 1 to de- 
select all polygons and use 
the Move [ctrl - 1] tool to 
align the points of the wing 



14. 



Figure E 



in the Top View so that they 
match Figure 6. 

To finish off the wing, we 
• need to add a slight tapering 
at the tip. In Points Mode 
[ctrl - g] drag a lasso selec- 
tion [Right Mouse] around 
the entire wing. Make sure 
you have all the points start- 
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ing with the end of our first 
wing bevel to the tip of the 

wing itself. 

Go to the Modify Tab and 
• click on Taper 2. Since we 
want to affect the height of 
the wing at the end we 
should go to the Left View 
and place our cursor in 
roughly the center of the 
selected wing points Y; -5mm 
2: 3cm. Click once to set the 
center position for the Taper 
2 tool. Pull up the Taper 2 
Numeric Requestor [n] and 
set the Factor on the Y-Axis 
to 30% making sure the X 
and Z axis stay at 100% and 
click Apply. Hit the Space 
Bar to exit Taper 2 mode and 
forward slash [ / ] to deselect 
all points. 



At this point your bird should look 
like Figure 7. It looks good so far, 
but since we want our birds to be 
alive, let's add a head. 
j/ We'll create the basic shape 
Iw. of our head by selecting the 
+Z facing neck polygon Y: - 
3mm Z: 77cm and Smooth 
Shifting |shift - f] it three 
times with an Offset of 1cm 
and a Max Smoothing Angle 
of 0,0. Figure 8 shows the 
final Drag locations. Try to 
match the Left side first and 
then move to the Top View. 
The chart below lists the 
Drag locations in both the 
Left and Top Views and their 
corresponding Offsets. But 
before you read any further, 
try it on your own first; after 
all. this is supposed to be a 
learning experience. 



Left View 

Start location 
(Y: -km 1: 8.8cm) 

(Y: -2cm 1 9.8cm) 

(Y: -2tm 1: 10.8cm) 

(Y: 8mm 2: 8.8cm) 

(Y: 8mm Z: Mem) 

(Y:Smm Z: 10.8cm) 

lop View 

Stan Location 

{X: 1.5cm Z: 1 1.5cm) 

(X: 1.5cm Z: 10.7cm) 

(X: 1.5cm Z: 8.4cm) 

(X: 1.5cm Z: 8.2cm) 



Offset 

(It 7mm I: -1mm) 

(Y:7mm htm) 

(Y: km Z: Dm) 

(Y: Om I -6mm) 

(Y:4mm Z: -temj 

(Y:2nim Z:8mm) 

Offset 

(X: -6mm Z:0m) 

(X: -5mm I: Om) 

(X: -5mm Z; Om) 

(X: -5mm I: Om) 



Hopefully you used the charts 
above as a guide to check your 
work and not as a blueprint for 
creation. Either way we're all in 
the same place now and that's all 
that matters. 

|T Figure 9 shows the final 
II. steps for the creation of the 
beak and head shape. The 
two selected polys are the 
ones you'll need to work on 
to finish the model. When 
you have finished the head, 
press the forward slash [ / | 
key to deselect all polys and 
activate point mode [ctrl - g|. 

| A If we built the bird correctly. 

10. all the points on the left of 
the model should be exactly 
on the centerline. But, since 
we need to make a mirror 
image of the model to finish 
it, let's make sure this is 
true. In the Face View place 
the cursor just inside the 
model to the right of the cen- 
terline and Lasso Select 
[Right Mouse) and drag to 
the left of the centerline, 
down the left side of the 
model and back inside the 
right of the centerline. encir- 
cling all the edge points. 
Press [ctrl - v| to Set Value 
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with Axis set to X and 
Value set to Om press 
OK. 

With that done we can 
press the forward 
slash [ / | to deselect 
the points and acti- 
vate Polygon Mode 
[ctrl - hi. Drag out the 
same lasso selection 
you used to select the 
points and cut [x] the 
polys on the centerline 
off the model. Still in 
the Face View activate 
the Mirror Too! [shift - 
v] and right click with 
the cursor on the cen- 
terline (X Om). You 
should now have a 
whole bird. 

Finishing the Bird 

WTo finish things out, 
. Merge |m| the points 
on the centerline 
together. Save a copy 
of the MetaBox under 
a suitable name and 
MetaForm [shift - dj 
the model twice with a 
Max Smoothing Angle 
of 179.0 and fractal of 
0.0. Name the polys [q] 
Birdy and save the fin- 
ished Model as 
"Birdylwo." Your fin- 
ished Model should 
look like Figure 10. 



As a final note, we didn't spend 
any time trying to separate out 
any surfaces since we won't need 
any for the final animation. If we 
needed separate surface names, 
we would have named as many as 
possible in the actual MetaBox 




r igure 7 




Figure 8 




Figure 9 




Figure 10 



since there are less polys to worry 
about. We'll save that fot later. 

In our next class, we'll put 
Bones in out bird and make her fly! 

Scott Wheeler, an animator at Area51 

can be reached at 

uberscott@uberfx.com. 
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BuJIding the stem af the 

Titanic in lightWave 
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The stern of the Titanic model, known 
as the "ejecto-poop. " The shot started 
out as a live-action plate with the cam- 
era looking down on the deck with 
stunt people flailing about. After the 
shot was finished, the only portion of 
the plate remaining was a section of 
the poop deck and the left side of the 
washboard. Notice the green screen. 

SSB9"s unsung heroes 

Bichard Payne, Fieri Tepper, Karl Man, 
Andy Lesniak Alan Chan, Frank waiters. 
Peter Nye, fltisly Ippolilo 

:,.. ■ 
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Fied Feppei. Greg Teegarden, Meni Tsiriias, 
Karl Dentiam, Anrjy lesniak 
Additional Sif purl 

Grant lucher, David Stern, Fram 
Pielrantunio, Zachary Fucker, Markus Kurt;, 
David SlEinh 



itanic. It's being called the biggest movie ever made. It is 
certainly looking like one of the best movies ever put on 
film. When director James Cameron approached Digital 
Domain with the task of recreating one of maritime 's greatest disas- 
ters, a number of eyebrows were raised. This was not going to be 
any ordinary film, and it certainly wasn't going to have any ordinary 
effects. Although most of the Titanic ship effects were accomplished 
with models, there were a number of digital ship shots. The 
Lightwave community can take great pride in the fact that all the digital ship effects 
(digital ship "extensions") were done with our favorite piece of software — LightWave 
3D. When the schedule on Titanic began to get really crunched, James Cameron 
and effects supervisor Rob Legato approached the NT team at Digital Domain with 
some interesting and incredible challenges. Fred Tepper and the NT team were up 
to the task, and were soon hip deep in the oceanic disaster. 



The Effect 



This issue's effect is SS139, "Jack 
and Rose against rest of ship." This 
shot involved the ship's stern lifted 
300 feet into the air as our heroes 
dangle precariously on the rails. 
The primary people behind the 
shot were Alan Chan, Richard 
Payne, and Tepper. The plan was to 
take the live action plate and ren- 
der missing pieces of the ship with 
LightWave. Before any digital shots 
of the Titanic were going to be pos- 
sible, a model had to be built. 



Coincidentally (or was it just fate?), 
Tepper had quite a bit of experi- 
ence with modeling the Titanic 
(see "Creating Titanic: Visions of 
the Unsinkable." page 22). 



The Modelina 



Modeling the ship was a colossal 
task requiring eight months of 
work. Working from a wall-mount- 
ed 24-foot copy of the original 
blueprints, the modelers built, an 
incredibly detailed and faithful 
reproduction of the massive ship. 



Payne was responsible for the 
hull, a far greater task than it 
seemed, 

"I said, 'OK, I'll build the hull,'" 
said Payne. "It certainly didn't 
seem like that big of a deal." 

To illustrate the magnitude of 
the task, consider this: The geom- 
etry of the rivets alone constitutes 
over 20MB! And the rivets had to 
be split into 18 separate objects, 
which were parented to the hull. 
Why not use bump maps, you say? 
When you see some of the shots of 
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this awesome model you won't wonder {if you 
can spot them) There are shots with light rak- 
ing down the entire side of the vessel, and each 
little rivet casts its own shadow. When the ship 
was finally done, it totaled a whopping 2.3 mil- 
lion polygons (yes, million — seven zeros). The 
image maps for the ship totaled between 85 to 
90MB, and that was after extreme optimiza- 
tion. "My original map for the deck was 45MB 
as a PSD," said Payne "but it got down to about 
8 to 9MB as an IFF' Most of the maps were 
dropped down to 8-bit to save memory. 
Another testament to the amount of data being 
pushed around on the film: It took the scene 
we're covering here 19.5 minutes to load. 



The S*t Up 



The shot started with a live action plate shot 
in Rosarito, Mexico In addition to models and 
matte paintings, the Titanic also existed as 
scale and semi-scale sections. The one used in 
this shot was a huge section of the stern of the 
ship built with hydraulic actuators (the "ejec- 
to-poop," as it became known). This shot start- 
ed as a live-action plate looking down on the 
ejecto-poop deck with stunt people flailing 
about. The scene was set up primarily by Alan 
Chan over a period of six weeks. Once the 97 
frames (77 frames of the shot plus 10 frame 
handles on the head and tail) of the plate were 
scanned, the sequence was tracked. This 
enabled the artists to extract camera data and 
moves that could then be translated for use in 
LightWave. Then the footage was analyzed to 
determine which portions of the ship and 
action to keep and which would need replac- 
ing or augmenting. It was determined that 
most of the ship would be replaced in this par- 
ticular shot. The only portion of the plate 
remaining is a section of the poop deck and 
the left side of the washboard 

"We retained the washboard because the 
stunt people's legs were dangling in front of 
it," said Chan, "If we had replaced it we would 
have had to do extensive rotoscopmg.' The 
rest of the shot is mostly LightWave, including 
the people in the background. To actually 
achieve the results that Cameron envisioned, 
the hull of the ship had to be dramatically 
tapered. This gave it a forced perspective. 
When asked about the challenges of the shot. 
Chan replied, "Jim Cameron had a very clear 
vision in his mind ahout how each and every 
shot in Titanic should look. The single biggest 



challenge definitely had to be 
matching the shot to what Jim 
saw in his mind" The final step 
was to match-light and integrate 
the ship so it could be seamlessly 
composited. The digital ship was 
rendered as elements, which were 
then composited together in Nuke. 
Digital Domain's proprietary com- 
positing system. 

Some other people crucial to the suc- 
cess of this shot should be mentioned 
also. David Stern began the pre-comp 
procedures, including green screen 
removal setup and a basic Nuke script. 
Franco Pietrantonio delivered a solid 
tracking solution for the ship. Zachary 
Tucker provided additional 2D stabi- 
lization for the elements, and Markus 
Kurtz and David Bleich used Prisms' 
procedural particle system to digitally place 
swimmers in the water. 





Rendering 



At the peak of production, the NT group had 
upwards of 70 500MHz Carrera Alphas render- 
ing frames, and about half a terabyte of space 
for storage. Although LightWave was render- 
ing only elements that would be composited 
later, the rendering times were still impressive. 
For this shot the time ran as long as 50 min- 
utes per frame. It doesn't take a lot of imagi- 
nation to understand why. Once all the ele- 
ments were rendered they were passed on to 
the talented Nuke artists and the shot was 
completed. 

With a film of this caliber and status it 
seems a little amusing (at least to me) that 
some of its finest effects were brewed up with 
one of the least expensive and underrated 3D 
packages on the market. With the creative 
forces of James Cameron and Digital Domain, 
Titanic can't lose (but if it should, think of 
what fun the press will have with bad puns). 
This film will undoubtedly be a "shot in the 
arm" for LightWave. We all know what it's 
capable of — now the rest of the world will 
know, too, if they can separate reality from the 
effects, that is, 

Tom Williamson is effects supervisor for Computer 

Cafe, inc. He welcomes your questions and comments 

about LightWave effects. He can be reached at 

tom@computercafe.com. 



Above: The stem re- 
created in LightWave. 
Below: The recreation of the hull 
in LightWave. 



Terms oflhe Trade 

rTotoscope — The process of hand animating an 
element. Most commonly used to create mattes, but 
it's also toe technique used [or electrical ellecls, 
lasers, etc. Ihe name comes hom the instrument that 
was used to create these effects with classic film tech- 
niques. 

Head and Tail — The beginning and end ol a strip ol 
film. 

Handles — Extra frames added to the beginning and 
end of a shot to allow for flexibility in Ihe edit. 

Scanning — Ihe process of acquiring digital repre- 
sentations of film Irames. 

Tracking — The process ol analyzing a portion of a 
frame and gettiog that portion's X and V coordinates as 
the seqoeoce progresses. 

Composite — The process of puttiog an element 
onto a background. For instance, layering a ship on top 
d! a space scene. 
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CANDID OPINIONS ON THE LATEST PRODUCTS AND PLUG-INS 



FXtreme and FXtremePRO 



BY BRIAN TATOSKY 



FXtreme and FXtremePRO are the future of Lightwave 3D, Not just for the sheer 
amount of power, flexibility, and control they give you for mesh deformation and point 
displacement, but for the elegant and smart user interface as an example of what we 
might expect to see more of in Lightwave's future. Lyle Milton, who brought us MacroForm 
(the powerful spline-based modeling tool set), has developed what I consider to be an awe- 
some Layout plug-in package for advanced displacement effects. Unveiled at the 1997 
NewTek Expo, FXtreme and FXtremePRO create "custom mesh deformation effects," a 
MacroForm for Layout. But they do so much more. 



You start in FXtreme with built- 
in FX Modules such as FlexFX, 
XFormFX, and ControlFX. All 
modules contain "Actions," such 
as Bend, Move, Warp, Twist, etc. 
Actions are logically put together 
in a well-oiganized, color-coded 
hierarchy to produce an "Effect." 
Effects are combined to produce 
the mesh deformation effect you 
want. The hierarchical display 
easily shows you what is going on 
in even the most complicated 
deformations and provides a good 
format for working with Actions 
and Effects. 

Individual Actions and Effects 
or groups can be infinitely added, 



MorphFX, MetaEffector, and 
spline patch controllers. It also 
adds an extensible architecture 
open to future FX Modules being 
developed as you read this. 
Imagine displacements happen- 
ing only to user-defined, selected 
groups of points down to individ- 
ual point-level control over dis- 
placement animation. 

Ever drooled over Alias | 
Wavefront's Layout object defor- 
mations? Imagine that for a lot 
less money! Imagine expression- 
like displacements that vary 
according to conditions such as 
velocity, position or rotation, with- 
out needing to program endless 



deleted, re-ordered, temporarily mathematical equations. Want to 



turned off, named, and saved 
independently of the mesh for 
application to other objects. Most 
importantly, each action in the 
hierarchy can be adjusted at any 
time without having to undo or 
deconstruct any other part of your 
effect. You're not only able to pro- 
duce powerful effects, but you can 
also create libranes of effects for 
multiple uses and reuses, 

FXtremePRO builds or. this 
solid foundation of tools by adding 



do that flowing super-hero cape 
you've only thought the so-called 
"big-boy" packages could do? All 
this and more I found available 
through FXtremePRO. 

At every turn, FXtreme and 
FXtremePRO give you the maxi- 
mum amount of control possible 
over your object. Nearly every- 
thing is key frameable. You can 
make real-time key frame adjust- 
ments in an animated OpenGL 
Preview with 5.5 style animation 



controls, use numeric requesters, 
or use the timeline motion graph. 
No pop-up requesters clog up or 
obscure the screen. The interface 
smartly shows you what you need 
to see, when you need to see it, 
and reflects the sheer amount of 
apparent thought and care put 
into this plug-in. It's now obvious 
to me that the people at One and 
Only Media are not just program- 
mers, but artists with the end 
user in mind at all times. They've 
given us the control we've only 
dreamed of until now, balanced 
by a clean, efficient GUI. 

Many of the Actions and 
Effects are based around splines, 
a !a MacroForm, so already under- 
standing this particular flavor of 
controller gives you a head start in 
using FXtreme and FXtremePRO. 
But if you don't know MacroForm 
yet, have no fear. I found the inter- 
face so well laid out and the con- 
cepts so easy to grasp that my 
biggest problem is going to be 
restraining myself from just going 
wild with the near infinite variety 
of creative possibilities, 

FXtreme and FXtremePRO 
should be available now. 



LIGHTWAVE 3D TOOLS 

FXtreme 

The UghtWave Lab Vols. 1 & 2 

FLYER AND 

TOASTER TOOLS 

Snapshot 




77ie FXtreme interface shows you 
what you need to see, •Mien you 
need to see it 



CONTACT 

INFORMATION 



FXtreme and FXtrni Pi 

Out and Inly Media 
Mane $350 
(Intel, Alpha, Mae) 
RlremePra SB75 
(Intel, Alpha. Mac) 

Web: 
http://idt.nel/~oaoniedia 

mail: 

One and Only Ma 

flhim 

VDunhil-, %J D7DGB-D21B 

(308) 9B4-454G 

Circle Number 193 
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The Lightwave Lab Videotape Tutorials 

Volumes I & If. Characters 

One of the special attractions at this year's NewTek Expo was the highly 
praised course, "The Casper Session — Advanced Character Modeling 
and Animation." The instructors, Susan Ishida, Joe Clasen, and Ken Wilder 
headed up the OCS team that created the ghostly animation for the made-for-video 
movie, Casper. A Spirited Beginning. If you weren't able to attend this standing- 
room-oniy class, these tapes are your second chance. In fact. Volume 2 was an 
integral part of the class. 



On the tapes, Ishida takes you step-by-step 
through the process of modeling a character 
using MetaNURBS, the powerful modeling 
tool that Fori Owurowa designed for 
LightWave 3D. Volume 1 focuses on creating 
the head; Volume 2 builds the body. Also 
included in the first tape are tips on using 
Morph GizmoPio for facial animation and 
working with Photoshop to create texture 
maps. Volume 2 contains tutorials on Puppet 
Master and short descriptions on preparing 
youi audio for lip syncing using Cool Edit and 
Magpie software. 

Let's cut to the chase. Should you buy these 
tapes? If you use LightWave and are serious 
aboui learning characteJ n odeling and annua 
tion, the answer (in the spirit of this issue) is a 
titanic "yes." Even if you aren't thinking of 
attempting character animation, buy these 
tapes. Ishida, who Owurowa has crowned the 
"Queen of MetaNURBS," is your guide in the 
tutorials. Her straighiforward, comfortable 
style of illustrating the techniques is so clear 
that you will have visions of becoming the next 
Michelangelo sculpting your digital David. 

After a good, brief introduction on the power 
of MetaNURBS, Volume 1 jumps right into 
modeling the head where you are taken step- 
by-step through the process of creating a head 
complete with eyelids and lips. All along the 
way, she explains what she is doing and why 

Before you know it, with points and poly- 
gons and the magic TAB key, she has sculpted 
a beguiling face with the cutest little nose. 1 
was amazed at her skill. But more importantly, 
after watchrng and listening to her, you feel 
like. "I could do that." 

In Part 2 of Volume 1, Ishida brings the 
model, along with a few target objects, into 
Morph GizmoPro and explains how to set up a 
Morph Gizmo sequence file. You begin to better 
appreciate some of the modeling choices she 
made when you see how she creates a variety 



of emotions with different groups of targets. 

Next, Ishida works in Photoshop to paint 
texture, bump, and specular maps for three 
faces; a young girl, an old woman, and a mar- 
ionette. Finally, she demonstrates how to 
apply the maps in Layout 

Volume 2 begins with a return to Photoshop. 
This time Ishida explains how to align photos 
(side view and head on) to build reference 
images for modeling. She then models the 
body in the same thorough manner as before, 
softly coaxing and coaching you along the way. 
It's amazing to see her push points and quad- 
rangles around and form an unsightly polygo- 
nal creature that only a modeler could love. 
Then she hits the TAB key to activate the 
transfoimmg MetaNURBS effect, and voila, the 
ugly duckling turns into a curvaceous swan. 

Knowing that she will be using Puppet 
Master, Ishida describes how to name the sur- 
faces of the model to facilitate in cutting it up. If 
1 have one problem with the tapes, it is the 
amount of time she takes to illustrate the sec- 
tioning process. You get the idea after one side 
of the body but she proceeds to repeat the steps 
on the other half. I could suggest that you fast 
foiward past this part, but you might miss 
something. Ishida has the engaging style of 
adding little hints as she wonks her way through 
lepetitive tasks. Just when you are about ready 
to fast forward, she will offer a nugget of infor- 
mation that you don't want to miss. 

The next section is on Puppet Master, a 
plug-m designed by Owurowa that is a must- 
buy if you are planning on doing senous char- 
acter animation (see the review in the 
July/August 1997 NewTekniques) Watching 
this part of the tape, I realized again that these 
tutorials require a fairly solid knowledge of 
LightWave. Even though Ishida' s presentation 
is as clear as a bell, she still assumes you 
know your way around Modeler and Layout, 
In all, both of these are fine tutorial tapes. 



BY 

DICK DE JONG 




A video primer on 
character animation 



CONTACT 

INFORMATION 



The LightWave Lab 

Volumes 1 & 1 
Characters & CharacterTwo 

$39.95 
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Job's Digital Bar & Grill 
RO. Box 1BB5 
Westminster. CA 92BS3 

(BIS! 464-3144 

Circle Number 194 
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BY KEVIN HANLEY 



Snapshot automates the 

process of grabbing 

Framestores or Flyer Stills 

and saving them to a 

folder. 



CONTACT 

INFORMATION 



Snapshot 
$6195 

email: 
www.dvsdirect.com 



69 Beaver Oi. 

Suite 1 IB 




Snapshot 



As I become lazier and lazier, the third-party software providers seem to 
keep accommodating me with products that automate many of my every- 
day Toaster/Flyer tasks. Such is the case with Snapshot from DVS Direct. 
The whole idea of Snapshot is to automate the process of grabbing Framestores or 
Flyer Stills and saving them to a folder. With the Snapshot GPI foot control, you don't 
even have to go anywhere near the keyboard or mouse once you set up the 
Snapshot software. All you have to do is set the photo and camcorder, then press 
the foot pedal. Snapshot takes care of the rest of the details. 




(8»0) 379-72G7 
Circle Number 195 



The GPI foot control cable 
connects to the second mouse 
port of the Amiga. If you 
already have a GPI device 
attached to this port, there is an 
RCA connector attached to the 
Snapshot connector. The soft- 
ware comes on a single floppy, 
and installation couldn't be 
more straightforward. To use 
Snapshot, you simply select 
"Snapshot" from the tools menu, and the soft- 
ware asks a few questions. After answering 
each question, you are ready to use the GPI 
foot control to save your Frames or Stills. 
Snapshot saves the files into a user-selected 
directory with a basename followed by a 001, 
002, etc, This way you can select all of the 
contents of the directory, drag the files into 
your project, insert dissolves and a CG or two, 
and you're done! All that's left is to write the 
invoice, which Snapshot won't do — yet. 

Snapshot is everything 1 have wanted for 
several years, and more. I like the fact that it 
prompts you for the quality setting for Flyer 
Stills, rather than assuming that the Record 
Quality setting has already been chosen man- 
ually. Snapshot prompts you for the number of 
stills you will be saving, and then shows a sta- 
tus bar as you work. When you're finished, it 
tells you how long it took. If you're charging by 
the photo, you will know how much you are 
making per hour. You'll also know how quickly 
things go when you don't have to go back to 
the mouse after every photo! Unlike some 



third-party programs, Snapshot allows the use 
of subdirectories (i.e., a folder within a folder). 
If you plan to stay organized, this is mandato- 
ry. Snapshot also gives you the option of using 
motion removal while saving Framestores 

Like the product itself, the manual is simple 
and easy to understand. It walks you through 
the process of using the Snapshot, and sug- 
gests a few additional uses of the product. For 
example, you can use Snapshot to trigger dis- 
solves and other effects. If you use the Ibaster 
as a live switcher, this is a great feature of GPI. 

Overall, I feel that Snapshot is a very solid 
investment. One of the best things about the 
Flyer is that there are so many small, inexpen- 
sive add-ons from thud-party companies that 
make it better and better. Snapshot is such a 
product. 

DVS Direct is working on a new version of 
Snapshot that will use its own interface, and I 
have a wish list for other features. For large 
projects, it would be nice for Snapshot to cre- 
ate multiple foldeis within the user-selected 
directory and save maybe 40 or 50 into each 
folder, switching to the next folder automati- 
cally while saving files. I would like to see 
Snapshot be able to create a project automati- 
cally, inserting a dissolve or other preset effect 
between each still. I'd also like to have 
Snapshot make a pot of coffee just before I get 
to the office, but I doubt that it would be 
priced so low if it did! 

With Snapshot, you'll save enough time to 
cover the $69.95 price in one or two 
photo/slide sessions. 
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"Surface Effectors makes the once extremely difficult now trivial. " 

Mike Stetson, Animator, Foundation Imaging 

On a mission to create stunning Lightwave animations? Yet you lack the speed, the power, the 599 95 
agility to really make it fly? Weil, Surface Effectors/DSFX (a plugln for Lightwave) can bring to bear a 
powerful arsenal of tools to help accomplish your mission at warp speed, no matter what the task: 

•"Photorealism: use SE/DSFX for better control of reflectivity and transparency for more realistic ,nlel 
water, glass, plastic, floor tile, and other non-metallic surfaces. Add crass-surface "dirt" and dust. 
Simulate light bleed from one object to another. Alpha 

•"Legal and Presentation Animation: use SE/DSFX to create properly registered tire skid marks, 
highlight regions of interest, poke holes in things, do transparent cutaways. Amiqa 

•"Character Animation: use SFJDSFX to create accurately IK-targeted irises and pupils and to 
produce emotive coloration effects (blushing, turning pale with fear, green with envy, blue from m-- 
iosing your breath). Create properly registered footprints. mac 

•"Logo Animation: use SE/DSFX to add pizzazz to your next "flying logo". Have full control over __; 
DVE-style glints and gleams. Set up signature/writing animations In hours, not days, with Dyna- SGI 
Trails ( a powerful feature that leaves trails of effect on any surface parameter on any surface). 

•" Effects Animation : use SE/DSFX to create fire, smoke, plasma rings, laser bums, deflector shield 

effects, "rezzing" effects, "colorization" effects, dynamic glows (with built-in support for Pontari's 

SuperG low plugln). 

•"Everyday Animation: use SE/DSFX to envelope your surface parameters, and save hours and 

megabytes used for image sequences. 

Whatever your mission, SE/DSFX can shave hours, perhaps days, from your journey. 

Surface Effectdrs/DSFX 1.1 

http://www.noblestar.net/~prems/surfeff.html (904) 575-6051 (10am to 6 prrt EST) 
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Special Effects Plug-in 
for Lightwave 3D 



"\SSM 



Use VertiLectnc in 

Layout 

Strike objects as they move through a scent. 
Multiple sources and targets. 

You can have up to 1QD0 sources and up In 2000 targets. 
Individual bolt sellings far each Inrgct in the scene let you specify: 
Surface: lAppty ao,v LlghtWave surface to lightning bolts.) 
Range: (How close a target must be to its source to gel a 

strike.) 
Twist: (How 'jagged' the boll is.1 
Segment length: (Level of bolt detail.) 
■tranches: (How many branches see in the bolt.) 
Shape and II ranch seeds: (Make each bolt look unique.) 
Strike sequence: (List or when a boll strikes. Edit il yourself, 
or let VertiLeclrie do it for you.) 
Save a strike sequence as an envelope. (Sync, light (lashes Id 

boll strikes.) 
Sellings may be easily copied and pasted to other targets in tbe 

scene. 
Randomize feature for Strike sequence. Shape and Branch seeds 

make your scenes look naturaL 
ScrcamerNET II compatible. 

', Blevins Enterprises, Inc. 

. 121 Sweet Ave. Moscow, ID 83843 
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)| Use VertiLectric In 

Modeler 

Generate lest written in electric script. 

Complete control over boll creation to ensure 'morphable' bolls. 

Exlrude-o-bolts: Create bolts wtlh any thickness. 

Taper bolts from one thickness lo anolhcr. (Mokes grcot 

trees, vines and other plants.) 
Make 'curve' bolts for custom roll exlrusiuns & motion paths. 
Cuslom seed settings control bolt shape and branching. 
Create bolts with as many branches as you want 
Compatible with Lightwave 4.0 and 5.0. 



Available for Intel, Alpha, and coming soon... Macintosh 

/onnxonc cici cafljsawfflfewt, 

\OUU j£\)0 m I I (208)885 -3803 Fax 

http://bei.moscow.com 
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loaded something from outside the original 
content directory when you first set up the 
scene. If that happens, you are not doing it 
right! Everything you need should be within 
the directories located in AT&T and 
LightWave should find them all. 

It's easy to catch a mistake when you are 
setting up your scenes. If you load an object 
or image that is outside of Clients\AT&T (in 
this case), you will have a problem. For 
instance, if you need to use an image that is 
in the Microsoft\Images directory on one of 
your AT&T objects, saving that object will 
result in a reference to an item (the image) 
outside of the content directory. This won't be 
a problem on your machine at home, but 
while at another location, you won't be able 
to locate the image, because it won't exist 
(unless you have recreated your whole direc- 
tory structure). 

Sounds complicated? Actually, it's really 
easy. And you always know if you have the 
Content Directory set up right in the first 
place. Let's say you want to load a Microsoft 
scene, but when you go to Load Scene, all you 
see are AT&T scenes. STOP! Do not try to find 
the scene you want. Instead, cancel and go to 
the Options panel Change the Content 
Directory to what it should be, then try again. 

An added benefit of setting it up by pro- 
jects or clients or something similar is that 
you can back up just the stuff you need and 
remove it from youi drive easily. Not doing 
any more IBM logo work? Get rid of it! 

The main gotcha that you will run into in 
this type of set-up is with images and/or 
objects that you use for a lot of things. If you 
have a reflection map, for instance, that is 
used all the time, you will need to copy it to 
each client's Images directory in order to 
keep things running smoothly. 

Well, 1 hope that this has shed some light 
on why the Content Directory structure is 
extremely important and why it's a pet peeve 
of mine. Next time, I will talk a bit about how 
we've set up our structure at Digital Muse. 

John Gross is co-owner of Digital Muse, a Santa 

Monica, CA-based effects facility. Send email to 

john@dmuse.com. 
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THE FIVE-MINUTE LOGO 



Bringing a logo 



Sometimes you need to do a logo job for a client who is on a limited budget. Here 
is a technique for taking a complicated logo and giving it some 3D depth. It is 
quick, professional-looking, economical, and can be done in Lightwave 3D in 
less than five minutes. Let's get to work. 




The logo taken from a business 

card to be converted into a 3D 

flying logo 
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The image scan of the logo needs to be cleaned up. The image looks clean but a 
close-up view reveals some random gray pixels that could later cause problems. 



The basic idea is that we digi- 
tize the logo and apply the logo 
image as a map on a flat, four- 
sided polygon. By applying the 
same map to several different sur- 
face attributes we give the poly- 
gon the appearance of being 
much more complex. Though 
there is some fairly sophisticated 
surfacing used in this process, it 
has to be the simplest model ever 
built for a tutorial. 

i tie Basic Requirements 

We start with the logo. We will 
assume that it is a one-color logo 
(if your clients have a multicol- 
ored logo, they can afford to pay 
you for more than five minutes of 
your time). The logo will need to 
be digitized so that we can apply 
it as an image map in LightWave. 
The image will be applied to sev- 
eral different attributes, so it will 
be in your best interest to take 
your time to get a nice clean 
frame grab or scan of the logo. 
The logo will need some touching 
up so a paint program will also be 
required. Of course, you will also 
need LightWave. If you are using 
a Toaster or Flyer set-up, you 
already have everything you need 



and can easily complete this in 
five minutes, and other platforms 
can wait to start the timer until 
after the logo is digitized and 
processed. 



The goal is to create a three-sec- 
ond (90-frame) nice-looking flying 
logo using a single image map 
and one four-point polygon. The 
logo needs to appear 3D and cast 
the appropriate shadows. The 
logo is very detailed but the job 
needs to be completed quickly 
and with economy. 

Digitize the logo. If you are 
using a flatbed scanner, scan 
the logo at a minimum of 
150dpi. If you are doing a 
frame grab, zoom in on the 
logo to get the biggest pic- 
ture possible. 

Process the image map. Take 
* the digitized logo into a paint 
program. Convert the image 
into a grayscale image with 
the logo being 100% black 
and the background 100% 
white. Do a flood fill of the 
background to make sure 
there are no stray pixels to 
get in our way later. 
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4 screen s/iof off/ie 1 -meter square polygon being created. 
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7/ie LogoPlane.lwo objectwith the Logolmageiff mapped as a color map for refer- 
ence purposes viewed with OpenGL. 
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Layout screen showing the lighting layout for the LogoPlane.lwo object. 



Crop arid Save the image- In your paint program, select an area |usi 
a pixel or two larger than the logo, and save it as an image map. 
Name it "Logolmage.iif" (or TGA, BMP JPG, whatever image for- 
mat you like to use. as long as LightWave can read it). 

Create a one- meter square object. Go to Modeler and select box 
from the Objects menu Select the numerical entry and enter the 
values; -0.5, -0.5, 0.0, and 0.5, 0.5, 0.0. Hit the OK button to return 
to the Modeler screen. Hit the enter key to create the object. 

Name and save the polygon. While still in Modeler, select the sur- 
face button in the Polygon menu and give the newly created poly- 
gon the surface name of "LogoPlane." Save the object as 
LogoPlane.lwo. 

Load the object and images into layout. Go to the LightWave 
Layout screen. In the Objects panel, load the LogoPlane.lwo 
object you have just created. In the Images panel, load the 
Logolmageiff. 

Surface the Logoplanelwo (this is the only scary part). We will be 
applying the logo image to several attributes exactly the same 
way; by clicking on the texture (T) button next to an attribute and 
selecting the Planar Image Map texture using the Z-axis option, 
then clicking on Automatic Sizing. Most of the textures will use a 
negative image. We will go through them one at a time: 
Apply a Bump map. Click on the texture button next to Bump 
Map, select the Logolmage.iff and the planar map using the Z- 
axis option, click on automatic sizing. Use the negative image 
and set the bump level at 100%. 

Apply a Specularity map. Set the initial value of Specularity at 
0%. Click on the texture button, select the Logolmage.iff image 
and the planar map using the Z-axis option. Click on automatic 
sizing. Use the negative image. 

Apply a Clip map. In the Objects panel under Appearance Options 
there is a small T button for clip map. Click on the texture button, 
select the Logolmage.iff image and the planar map using the Z-axis 
option, click on automatic sizing. Do not use the negative image. 

Scale the LogoPlane.lwo object. The LogoPlane.lwo object we cre- 
ated was perfectly squaie. while chances are that the logo is not. 
Instead of trying to get the right proportions by adjusting the size 
values for the image map in each of the attributes we used, we 
will use a more brute force method of stretching the object. With 
the LogoPlane.lwo object selected, select the stretch command 
and squash and stretch the object to the proper proportions. If you 
are using version 5.5 of LightWave with OpenGL, you can tem- 
porarily assign the Logolmage.iff image as a color brush map to 
use as a visual reference. To insure that our logo plane is of the 
same proportions as the original image, we will use the highly 
technical method of doing a test render and holding the original 
logo up next to the screen to do an eyeball comparison . 

Set up the motion. Key frame the LogoPlane.lwo object at frame 
90 at a slight angle in the center of the camera view Set the 
spline control to 1,0,1, so that logo slides in to a smooth stop. At 
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A render of the 
LogoPlane.lwo object with the bump 
map and the specularity map. 






frame move the LogoPlane.lwo object off screen with a 
slightly opposite angle and key frame it there. Do a quick 
wireframe preview to confirm the appropriate path. 

Set up the lights, in the lighting panel, turn the ambient 
light level down to 0%, Add two more lights, leave the light types 
both set to distant. Go to the layout screen. Leave light (1) at its 
default setting and angle and set light (2) to fill the right side of 
the logoplane.lwo object. Angle light (3) to shoot up to fill in the 
bottom of the LogoPlane.lwo object. 

Render! Go to the last frame, frame 90, and do a test render. 



You should now be looking at blight and partially extruded logo. We 
left the basic color untouched, so it should still be at the default white. 
Change the color and glossy settings to suit your personal taste. 

This is a remarkably effective technique that can be whipped out 
quickly yet still offers a little more than a straight ahead DVE-type 
effect. As the plane rotates in front of the lights, the specular highlights 
play off the bump maps. If other objects are in the scene, the 
LogoPlane.lwo object can cast a logo-shaped shadow on them using 
either shadow mapped or ray traced shadows 



The clip map process removes any part of the LogoPlane.lwo object that 
is mapped with a luminosity value of 51% or greater. To get the clipped 
area to back off a bit, set the opacity value to less than 100%. If the opac- 
ity for a clip map is set at 90%, the clip will occur when the luminosity 
value is at 71% or more, leaving more of the ridge created by the bump 
map to be visible. You can substitute transparency mapping for clip map- 
ping, The difference will be that you have a softer transition into trans- 
parency but will take longer to render Transparency mapping will also 
need ray tracing to cast the proper shadows, whereas clip mapping will 
cast the propel shadows using the much faster shadow map method. The 
problem to remember about clip mapping is that clip maps will not 




Here is the LogoPlane object 
from the tutorial with the Saturn object and ran- 
dom stats object added. There are lew additional lights 
with one casting a shadow-mapped shadow (mm the 
logo onto the planet. 

antialias where transparency maps will. 

Another thing that will improve the look of this simple object is to get 
imaginative with the lighting. Changing the color of the lights to some- 
thing other than flat white is always a good idea. You can also place a 
lens flare behind the Logo plane and turn on the fade behind objects 
option. This helps sell the logo plane as a real 3D object. This would be 
a good place to apply some volumetric lighting effects. 

To change the look of the surface, turn down the diffuse level and 
turn up the reflectivity. Load one of the images from the Images/reflec- 
tion drawer and use it as a spherical reflection map. Try it with and 
without smoothing turned on 

Contest! 

Use the methods in the above tutorial to create your own five-minute 
logo. Use your own settings, background, etc. to personalize it to your 
taste. When you've completed it, email it to Joe Tracy via 
jtracy@main.rosenet.net and he'll forward it to the judges. The winning 
image will appear in NewTekniques\ For more information on the con- 
test, check out www.newtekexpo.com. Deadline is February 20, 1998. 

Patrik Beck is owner of Electric Crayon Studio and a freelance writer. He was recent- 
ly a teacher at NewTek Expo 1997 and is working on a book, "LightWave 
Explained. " He can be reached at nppie@execpc.com. 
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ING MORE PROFESSIONAL PRODUCTIONS 



BY PAUL 
LARA 



Accessing ARexx lo 
set font attributes. 
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figure 2 



figure I 
ne of the finest improvements NewTek provided CG is its ability to access ARexx. This dra- 
matically reduces the amount of time it takes to set font attributes, load fonts, etc. Did you 
know you have your own customizable road map to many ARexx routines? It's called cg- 
config. Let's accomplish some useful tasks by modifying this text file: Re-assign the buttons on your 
file requestor, and assign your favorite ARexx macros to their own hot keys. 



There are many text attributes 
in CG, but it seems that you 
return to one or two that look the 
nicest. For me, it's a nice white or 
yellow font. Let's make one, and 
then automate the process for 
speed. 

(Enter CG and change to a 
• framestore page type. 

I Click the " + Font" button on 
■ the menu, and load 01 nova 
Medium (with a height of 
80) from the folder called 
PSFonts/B&Pgraphics. 

J Type the word HOTKEYS on 
J. screen. 



4. 



Double-click on HOTKEYS, 
selecting the whole word, then 
go to the Palette button above. 
Set the text face color to pure 
white: 255,255,255. Text shad- 
ow should be black: 0,0,0 with 
the Alpha slider set to about 
100. Set the text border to 
black: 0,0,0 with the Alpha 
completely opaque: 255. This 
gives greater contrast than 
CG's default settings. 

Return to the main menu and 
choose a cast shadow, with 
an upper-left light source, set- 
ting the shadow depth to its 
shallowest setting, and the 



i 



Font border to its thinnest 
setting. The outline position 
should be set to Text Face 
Only. If you render out your 
text, you'll see it looks clean. 

Let's save it for later recall. 
Go to CG's ARexx Directory 
(Alt-Fl) and double-click on 
the file SaveAttrib.Rexx. 
Name it White.rexx. We now 
have this attribute available 
anytime we need it. But let's 
make its recall two fingers 
and three seconds away. 

Let's load cg-confjg into Ed, 
Amiga's text editor, by going to 
Shell (in the Workbench/System 
folder) and typing "ed 
Toaster: Programs/ 
CG_Supportycg-config." 

You now have a list of all 
assigned hotkeys and device 
buttons, with the pound sign 
used to separate ARexx com- 
mands and path locations 
from comments. The first 
section is labeled #Macros. 
Do not change the first Rexx: 
command 

RexxLauncher.Rexx, because 
Alt-Fl is the Golden Door to 
all other macros! Make a 
simple change here, by 
replacing the second macro 



>. 



string, SaveTextFile.rexx, 
with White.rexx. Any of these 
listed macros can be 
replaced by your favorites. 

Have you been constantly irri- 
tated at CG's repeated "can't 
find directory" bug (Figure 1)? 
Well, the bug is inescapable, 
but we certainly can make 
our job easier by refining the 
#Devices path. At the bot- 
tom, replace the lines 

DFO #4th button text 

DFO #Where the 4th button goes. 

WithBSG #4th button text.lbastei: 
Framestore #Where the 4th button goes 

Now, we have a button that 
takes us straight to the Ramestore 
folder, instead of the seldom-used 
floppy drive (Figure 2). Save and 
exit the text file by pressing the 
Shell's close gadget in the uppei- 
left corner, and typing "Y" for yes. 

The next time you need to load a 
background image, simply click on 
the BKG button. Additionally, Alt- 
F2 quickly changes any selected 
font to a clean, white font. Print out 
a list of the keystrokes, and paste it 
near your monitor for quick access. 

Paul Lara, who was a teacher at 

Newiek Expo 1S97, can be reached by 

email at PLAHA@swmail.sw.org. 
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Dan Maas— "Mars Colony" 

Software: lighta 3D 5-0 

Description: this Haitian mining colony includes a 
habitation module, commnnicalinas centers, landing 
pads, slaiage tanks, anil ail processors. 

email: dniaas@clarilycoonecl.com 

phone: (ED7) 347-459B 



STEPHAHE BELIH— Fantasy* 

Software: LiGFifLVave 3D 5.0 

■ Description: Mainly inspired by "Paler Pan" 
some cartson-like-siyle. 

email: stoll@piiSJilli8p.fr 




Rlctianri Natihe — "Santa's Crib" 

Software: Lirjfil'ta 3D 5.D 

Description: TFiis image depicts a fanciful scene ol 
Santa's liotie ( a gingerbread fionse] with frosly 
lbs Snowman standing welch 

email: aspiring3D@aol.com 



i Wall Disoey, I intended tieie to create 
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SUBMISSION 
INFORMATION: 



yau have an image you 

would like considered for 
publication in NewMniques 
magazine, save il as a TIF 
or JPG file and mail it to: 



1038 W. Harvard Blvd. 
RDselwrg, OB 97470. 

Yau may also email it to 
jtracy@main.rosenel.net. 

Heivkktmjiies only 
publishes images that have 
not appeared in any other 
publications or on the Web. 

Be sure In include your 
name, phone number, 
and a description of the 
image with your submission. 



"Honor & Glory -TheTtianic's lobtiy" 

Software: lighlWaia )D 5.5 and Pboloshsp 
Description: this is a ' wart-in-prcgress" 
scene ef litanic's Grand Staircase mi con- 
tains abut 309.090 polyps, lis version 
was created in three days. The final version 
is bain; created lor the special Tilenie sec- 
h'ooonWete^j'WebsitEal 
WM.n8wtekEipc.com, 

email: videosep@odyssea.net 
Phone: (514)527-01111 
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Order Toll-Free (US &Ca 

800-220 
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212-633 



stomer Service: t 
Z-G33-6807 
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1-633-77 "1 7 J 

E-Mail: t 

~nyct.net I 
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Desktop Video * Hardware * Software • Drives • Boards • Monitors * Printers 



AMIGA 

Software 

Asim CDFS 58.95 

Zig/Jaz Tools . 3695 

Page Stream 3.1 _ 224 95 

Cross Mac 5595 

Termite .4295 

AMI TCP/IP 4.1 99.95 

Image F/X 2.6 220.00 

Epson Stylus Driver 34.95 

Directory Opus 5.0 CALL 

Cross Bos Pro 6.0 39.95 

S.P. Fax ..67.95 

Words Worth CALL 

Mastering ISO 139.95 

Studio Printer 2.1 94.95 

Quarterbac* 42 95 

QuafiBrbacx Tools 42 95 

Termite TCP 59 95 

l-Browse.- 42 95 

Peripherals & 
Hardware 

Cyber Vision 64 30 4mb 285.00 

Cyber Storm Power PC CALL 

Mega Moose 26 95 

Amlrac 64.95 

0KB Mega Chip 198.95 

DKB Spit Fire SCSI -....89.95 

A-52D Video Adapter 29.95 

Power Supply for all Amigas CALL 

All Custom Amiga Chips CALL 

Cyber Storm MK-II 679.35 

Keyboard for A-20W3OO0/4O00 69.95 

High Density Floppies 

Internal/External 99.95/129.95 





Panasonic S-17 ...52S.00 

IDEK MF 9017E 649.95 

Sony CPO 220VS- - 839.95 

Toshiba Timm CALL 

Amiga Tech 1438-S 389.95 

Amiga Tech 17B4-S CALL 



■Mil'ii'nria 

cAG-EZ! 269995 

mic PV-BV710 1859.95 

:GR-OVI 129995 

JVCGR-DVMI 1679.90 

■ -™i 

DSR-200 
Digital 
; Camcorder j^SW 

■ ■am! 



DSR-30 Digital 
cocassctte Recorder 





FREE! Bonus CD w/System Purchase 

includes: Games, Utilities, Fonts, 

Toaster FX's (S99.95 value) 

Basic 

• Amiga 4000-T 
•04025mh' 'ISmbRAM 

•2.1 gig HD • Wx CD-RDM 

■ Toaster 4000 Version 4.2 

•Amiga Tech 1438-S Monitor 

Intermediate 

■Amga 4O00-T 
•04040ml\! • limb RAM 
'2. 1 gig HO -Sx CD-ROM 

• Toaster 4000 Version 4.2 
'Amiga Tech 1438-S Monitor 

Advanced 

• Amiga 400OT 
•060 SO mhz •64mbRam 

•4.3 gig HD -Wx CD-ROM 

• Toaster 4000 Version 4.2 
•20' Toshiba Timm Monitor 



Software 

AV8R + 239.95 

AV8RPro i CALL 

Render FX CALL 

FlyFX CALL 

Co-Pilot Audio ... 82.95 

Co-Pilot Video 82.95 

Composite Studio Pro 129.95 

Wipe Studio 129.95 

Alpha Paint 339.95 

Waye Maker 139.95 

Control Tower 134.95 

Navigator _ 82.95 

Audio Thunder In-Stock 

Pro Mix CALL 

Hardware 

Little Magic Box 729.95 

Caliber 319,95 

Y/Ci- .792.95 

Y/Ct Toaster Calibrator 149.95 

Drive-In Case 389.95 

Oclpuss Cable 99 95 

Drive-In AW Pro CALL 

Sync Strainer 46.95 



warn 

free Trial Issue el 'CLUB TOASTER' 

Basic 

• Video flyer Version 42 

• 2— 455 gig Video HO 

• t—2. 1 gig Audio HD 

• Octopus Cable • Drive Case AV 



£C7? 



Advanced 

• Video Fhjsr Version 4.2 

• l~ 3.1 gig Video HD 

'I— 3.1 gig Audio HO 

- Octupus Cable • Drive Case AV 



*£?$? 






Professional 

• Video Flyer Version 42 

• 2—23 gig Video HD 

•I— 3. 1 gig Audio U0 

• Octopus Cable 

• Dme-tn AV Pro Case 




CD ROM's, 
Optical's & Drives 

Iomega Jan 2 gig fnt/Ext. - CALL 

Iomega Zipfaan Cartridges CALL 

Iomega Zip Drives __ 149.95 

Duantom 3.! gig SCSI 309,95 

Seagate Elite 23 gig CALL 

Ena-BylB 8700 LT 7- 14 gig 7 1 9.95 

3-1/2 & 5-1/4 HD Cases 89.95 

Matrox Millenium II / 4mb 179.95 

Audio Trix Pro ...229,95 

Adaptec 2940 UW 269,95 

Oxygen 1 02 609.95 

Oxygen 202 CALL 

Ordit Trackball 82.96 

Fire GL 1000/Bmb CALL 

Wireless Keyboard 1 23.95 



Animation/Video Systems 



Intel Pentium IGGmhz MMX 
Btxcxbn jzmrfam 

ATXVkf-loy^nOWPS 7.5p#W0 

r^r co-Ran J.UTfSflppjjy 

A7TVtiHGKtfM>H>0 SBMM Audio 

Xeftosrd Mtwfr tmwSpmatar «*"* 



W?" 



Intel Pentium ZOOmltt MMX 

SMCttt* HrrtFU/IT 

ATX MO-Tomf Z30W PS * M .7 UO 

ffii- CD-Row I -H/nft floppy 

•ill Video CatJZ-m ~~ftair- SB IStotAiftio 

Keyboard Moost HJDWSpaakat WnNT* 



*/££?* 



Intel Pentium Si 2J3mhi 
300W PS 

ittKCtcto Stmbflam ATXfvUTomr 

6.* WHO ?J< CPKp/n I Umis floppy 

Marrcx AM eum imb SB IE bit Audio 

Koybaafd Mouse 210W Speakers Wm/VTi 






World Construction Set 539.95 

Scala MM200 .219.95 

Painter 5.0- 274.95 

Bryce2.0. ._ ...174.95 

After Effects 629.95 

Digital Fusion 1595.09 

Borris FX 3 319.95 

Director 6.0 CALL 

Pixel 3D 62.95 

Photoshop 4.0.. 558.95 

Mesh Paint 324.95 

Animator Studio Pro _. 439.95 

Sound Forge 4.0 294.95 

De- Blabelizer Pro CALL 

Poser 2.0 _ 129,95 

cw»s 

S P A R K|_ 
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Also Available.... 

Intel Pentium 2GGn.hr- 
300> 

DEC Alpha System* 433mhx 
to GOOmtiz 

Custom Configurations- our 
Specialty 




Direct DV Editing 

Just install tt» DPS Spmi FireWim Mtfapra? fe rout 
PC or Powtr MAC, plug '" yovt DV eamcortftr araf 
start ecfitmg wth the tut! i*ri-ai of Adobe Prtmitre 
It's inal fair- Afiw yt/ufiflisft edtfrrQ your ptagirjw. 
just traiistrst Bit! 0¥ data bo?* over ifieF.! :v - 
your camcBtder, ptsse^vius cpinplpre wrfpu ans 
Hutirfl fidetity EschDVissyiSSFi^rEtttiaaeal 








/yew/ Lightwave 5.5 CALL 

Howl Lightwave 5.5 Upgrade CALL 

Plug-Ins & Add-Ons 

Motion Plug-In Pak CALL 

Macro Form Into) 234.95 

Surface Effector 84.95 

Puppet Master 289.95 

Scene Machine 179.95 

WaveNetPro 309.95 

Lock & Key. 149.95 

Zipper _ CALL 

68 95 

Impact., 294.95 

Imago Magic ..._ CALL 

Con Motion..... CALL 

rMan 

ATaw Plug-Ins Available, 
Call lor Pricing. 



«<Mmbc(s 
& Ti&xtmMtne 



Corporate Backgrounds 109.95 

Camelot Collection 149.95 

Plaid Companion 49.95 

Reel Fire CALL 

Reel Explosion , ....-.„ CALL 

Snap Maps i & II each 119.95 

Solar System Kil 89.95 

Surface Pro CD 68,95 

Davids House CALL 

Ultimate 3D Objects 129.95 

Accuris: IB Perfect Peoplo 229.95 

Ligbtrora *5 28.95 

Light Rom #4 41.95 

DEM. Rom CALL 

Multi-Media Backdrops 39,95 

Interior Design CD 134.95 

DIGITAL 

Processing Systems 




OPS the IV 794.95 

DPSV-Scope 789.95 

DPS Remote 232.95 

DPS Perception 1539.95 

DPS Perception w/Live Capture... CALL 

DPSA4V „ _ 1199.95 

DPS Live Capture 824.95 

OPS F/X Card 825.00 

OPS Spark CALL 

OPSKoltywwod CALL 




* JVw OHLY Videu fttttr m/fi (to jiufriy to cut to it\t full} 

* ttn> QNt Y IWw f d,ic tv!t> tnhiiiie ity-ert' 
■ Ttv (Mr Wto f KiiO' Whtt> liaMat -VMTW OUT- 
.rVC "' ' Tfic ONlYVrfta t&tnr »«ft 'AtJtO (OlTIHS't 
' Tta DW Vutea Idiot mM foe Anb-ak*s*d 30 0\/*t> 

* 01 Oa*uty j*a[' KTSC e? PAtforma!! • HanOn » to 
4OVx«»0u*waDr> «Jl»vnJ*vi«i*B« atisvfoat 

Tin* * BttcA Captuw Kkt SONY BS422 Dtti uvanl, 
*AtcipKttwtip*tttalup*ist *ltMi^ii^HTiftj«LRij' 
'ilDiitifpentndtt&Xittaiytoattirlttfi'!' *Abb1 



Store & Mail Order Hours: 

Mon-Thtsrs 9-6: Fri 9-2:30; 

San 10-5: Closed Silt 



VISA 


fisa 



[Mo Credit Card Surchnrgt! 

•rders Processed Within Z4 Hours 
Overnight Delivery A vail able 



KMwreiiiceilifrirfieioriBiirartrirfrrwmowmilmiwt MmEimlctbttiiraim'.itmpmcntlttitcli A)ailiw«!j.lUii*iij««nurjmiilu»|M(nii"-«W«tl«. Hm!ii**niclmwS*!&* iStUriitoJMiticmr. RmxiMttiw&K*l«tm*m**t*4t 
m <y', c <,<, v cr1Mlt,,-i,riirttl,**irimciri !n rmpnattM. U mtt c inJ w«r! trl *ma.j«V nrttoil Pnra »l)'tel lo suw-Mn «™«» US ■wnaniirwttJdlwu' * ,W iniHr aJKateai Hot ™»BiB»SirW(>«f*"'<"»" Almr<o'»r*isalo«ai.fi, 

Circle #230 




■ V.' 

OF 
CIS M STOCK! 

Call for a FREE catalog or 
visit us at www.dvefireet.eern 




Sin<e 1982 



digitA^vjdeo direct 

Your Direct Source for Desktop Digital Video, 3D Design & Animation and Advanced Computer Graphics! 




• soft r eftecbons 
■shadow blend 

• brightness contrast 
■video lines 

• :::-::■ rgc ice 
■parent to object 
■ viewport reads 

Dynamic RmIiI[« [DH-R2009] 



> come shader 

* Fresne! shader 

■ grier 

■ ,^"2 "■ 

'OrthoVU 

* byout distance tools 

■ po ri sir ng 
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Inside LightWave 3D 5.5 

Whether ycu are a Decanner looking fee a tutorial or a 
professional exploring new levels ol creativity Insde 
LigliiWa-je 3D 5.5 will inspire you to create stunning 
30 animatpons. 

MacMillan Publrsriiig USA [MC M60061 '47" 



Exclusive New 
DVD Bundle! 



^m 



Motion Plug-In Pa<k 

Th:s five-in-one plug-in package from NewTek 
helps animators aeate realistic motion. 
Plug-ins included: Gravity, OsciHalor. Follower. 
Serpenl and Cyclist 

Motion Plug in Potk Mart '234" 
\» Film Groin New Product; '139" 




VertiTilities 

I J LMry Ptugins for LighlWave 3D 
Blwrs Enterprises VertiTstes is a se: ot powerful 
plug-ins lor ihe Modeler and Layout rxncr.s ol 
Lightwave Infludes Film Graai. Brush 'n Penal, 
Transparency Grader,!. Mirror. Lolt and more! 

Sleniris Enlsrprises IVE-R0O2] '119™ 





LightWave 3D 5.0 

and Oxygen 102 

Lightwave 3D with a Dynamic Pictures Onygen 
3D accelerator is the artist's choice tor creating 
special effects tor popular television shows, 
feature films and commer:;aJs. as well as 
graphics for corporate videos, video games. 
print and much more. 

If you bought LightWave 30 5-5 (toll or 
upgradej since W/l 97 gel a $50 instant lebste 
on the purchase ol an Oxygen 102 or 202. 



LW 3D 5.0 S Oxygen 102 
IW 3D 5.0 & Oxygen 202 

add LW 3D 5.5 Upgrade 



'1,499 

'2.149 

'399 



Real World Navigation Suite 

The Real World Navigation Suite allows users 
to build interactive panoramas trom 3D models 
rendered in LightWave 3D. II is also a greal 
pre-rendering tool for quktk proofing. 

Infinite Firfures [IN20OI] '329™ 



Universal 3DCD is a collect™ oi 

450 royalty-free 3D meshes and images by 
Dedicated Digital Imagery for computer 
animation This library has buildings, vehicles, 
anatomy, furnishings and more 

umveriol 3DCD (DDI3001J '119" 
WgHol Museum [0013002] '119" 
Plaid Companion [00 13003] '22" 




World Construtfion Set 3.0 

The best photorealistic terrain rendering and 
animation software en the planel just got better 
New features include TenaffectoP 1 , extensive 
interface enhancements. Effects and more 1 

Quslor [QS-F2001] '579" 




Video Toaster Flyer Systems 

Videcgraphy pros ol every description get ot to 
a flying start with Video Toaster Flyer. Let Dgital 
Video Direct custom configure and install your 
Amiga based system We are the experts! 

'CALL for a quote 




DPS Perception 

A favorite among DV pros, this package boasts true broadcast 
quality, full screen, fill motion video recording, crystal clear 
component video output and 720x480 resolution. 

Perception IW-550031 '1649" 

Live Video Capture Card I0PS5OO2] '879" 

Perception & Capture Cord Bundle [DPS50M] 'CALL 

Perception & Video Action MT tier/ Bonnie' 'CALL 

MV Digital Audio for Video Recorder [DP-SMIOI ' 1 249" 

FX-2S00 [DP-55009] '879" 

Spark & Video Action Pro [OPS50I5] '699" 

Spark & Adobe Premiere I0P-S50IIJ '869" 

EdifEtoy Hew Product! 'CALL 



OUR POLICY VISA MMsrfX. American Eqyeu s Oscow accept*) No SLffluros m ctKlt card ciders Crear can) a no! Barged unci order ships. 55.50 COD fee. cash only, please cat 
for nsmrams on COD oners met SIMM Persona! and confany checks xceptea prrxaymMmly Unveiwy srAnlinf gaKfnmsitpuctusa onfeis are accsols) (Wparcfase ow.'sare sbd- 
f.-r a c-« i wc.a: frees are sutjKf focter*. .nlostnofce Car to-avernoi) lie a-e ncl remxtsct h- r/pcc-aplcai srra-s. r5ft rea-cctao fee rbvrs,7is rr-r.med anc ncr enAsnosd 
torsmj P.dims accepter! wittn 10 rSaysdrrrmix Me Cvsmw is resppnstie for all stipptng chaws. SUPPING- 0-5 IPs . SSOT. c«o us. joH5f.fat6. owtSKb wates adtnte over 
Jilfts flares aM» orders sfijjpeif in t!» consrsraaf US wry For roar praieewn its check ends cans rAomgWy. [WJfSBrjMBIrl 

Circle #231 



id Storage 



Wong Ouantum 4 6GB 5C5I-3 8ms PyflComrMfiDie' 5469.99 

Alias II Ouanlum 2 3GB SCSI-3 Wide 6ms 23999 

Alklsll Ouantum 4f;GB SCSI-3 6ms PVR Compdfib.e .54999 

Atoll Quantum 4 EGB SCSI 3 WdeBms._ 5*9 99 

Alias II Quantum 9.1GB SCSI 3 Bms PirflCofiirMlitM- 864 99 

Alias II Ouanlum 9 IGB SCSI 3 W* (ir.j. .694 99 

Jai Iomega 2GB SCSI Internal Eilernal '- 5399963999 

ST19I7IH Barracuda 9 Seagate 9 IGB SCSI 3 8ms p</t .91999 

STlstriWBarracudaS Seagate StGBX5l-39ms 94999 

5T32272N Barracuda 4XL Seagate 2 2GB SCSI-3 6.9ms 369,99 

ST32272W Barracuda 4XL Seagale 2.2GB SCSI-3 Wde 6.8ms 38999 

5T34572N BarnKuaa 4KL SesM!« 4 6GB 5CSI-3 8 8ms ,, PVH 549 99 

ST34572W Baracuda 4XL Searjale 4 6GB SCSI) VAJeS 8ms ... 57999 

ST423451N Elite 23 Seagate 23GB SCSI 3 Urns pm..l,79999 

ST42345IW E«e 23 Seagate 23GB SCSI-3 Woe 14ms PW. 1,65999 

2JtPlu> Knntgl 100UB SCS New.' 19U9 



Aladdin 40 5 

AVIfl Pro 
CybefSttnm Uk ■ 
Fbe-Fnr!-;!)- 
Flyer 

lmaf)eFX2.6 

bgh! ROUS 

rr^CrupKJOO 

IhBUH Edilw .. . 



go Products 



=:: — 

..CALL 

..CAU. 



69 99 

CAU 

. 22999 

;3 99 



Personal TBC IV 

Personal V-Sccc* 

Rapid Rre 

Speed Zone 

Sguirrel Zip'Jar Toots . 

Surface Eflectors 

TermleTCP 

Un-wsal 3DCD 

VdeoToastei 



164.99 

.rye».'_12SJ9 



13999 
...TIM 

26.99 

.. 79.99 

.41.99 

.119.99 

CAa 



WaveMaker 2.5 . ... 
yCPbs 



PLATFORM KEY 

© Windows © DEC Alpha 

Q MAC ' J Amiga 



dvdire<t.<om 



3001ClorkSl,Otompaign,IL 61821 

BUSINESS LEASING AVAILABLE 

CALL FOR DETAIL5 

SAME DAY SHIPPING 



888-383-5933 

TOLL FREE [888-DVD-LW3D] 



m 



Soles: Mon. Fri, 8cm 10pm !. Sol. 8am-6pn CT 
Customer Service: Mon,- Fri. ta-Spm Q 
24 Hour Order Fox: 217-356-4312 
Customer Service: 217-355-2785 
Internet OirJeis: solutions « dvdir etl.tom 
Inlernalional Soles: 217-355-2785 
Web Site: www.dvdtrect.com 



! CALL 800-544-6599 

'MON.-FRI. 9-6, SAT. 10-4 CST 

INFORMATION 414-548-8120 • FAX 4 1 4-548-8 1 30 
TECH SUPPORT/RMAs 414-548-8159 •l2-4PM.Mon-Fri. 





Safe Hiirbor Computers 
Yoiir^l Source tor Digital 
Video. 3D Animation, and 
Multimedia Products. 




Visual Inspirations 

Balch Factory, Amiga 49.99 

Control Tower, Amiga 139,09 

Corporate Video Backgrounds is a 

collection of 250 visually stunning, 
royalty-free backgrounds which can be 
used in any Mac, Intel, or Amiga-based 
Video Editing Facility... 
Corporate Video Backgrounds. ..39. 99 

Decision Maker, Amiga 179.00 

Road Signs, Intel/Amiga 49.00 

Surface Pro provides you with over 60 
new seamless, image-based surfaces 
that are instantly available through 
Lightwave. No matter what the shape 
or size you'll never see a seam'line... 
Surface Pro lor LW. Amiga/Intel .59.00 




Harness the power of Image FX with 
Visual FX for Image FX. Features 
volumes of transitions and Special FX 
templates; can also be used with the 
Flyer, VLAB Motion. Draco. PAR and 
Broadcaster Elite... 

Vlsua I FX for Image FX #1 . Amiga.. ..89.00 
Visual FX for Image FX #2. Amiga ..105.00 
Visual FX lor Image FX #3. Amiga ..110.99 
Visual FX lor Image FX *4, Amiga Call 



Dab. Intel/DEC Alpha 89.00 

Extract Audio, Intel 59.99 

Fiber Factory. Amiga 67.99 

Fiber Factory, DEC Alpha 129.00 

Fiber Factory. Intel/Mac 89.00 

Motion Master Vol. 1 or 2, Amiga.,85.00 

Particle Type. DEC Alpha 99.00 

Particle Type, Intel 79.99 

Point At, Intel/Mac 59.99 

ProPak Bundle, Intel/DEC 219.00 

Sparks, Amiga 126,00 



Sparks. DEC Alpha 199.99 

Sparks, Intel 154.99 

Sparks, Mac 139.00 

Time Machine, Intel/DEC 89.00 

Wobbler, Intel 59.00 

Wobbler, Mac 69.00 

"I 






DIGITAL 

nmMM urn «« *= 



Digital Fusion V2, Intel 1925.00 

Digital Fusion Lite, Intel 779.00 

Digital Fusion Lite Upgrade ..1249.00 
Edit Bay - Analog video capture card; 
includes Video Action Pro 5.O.. 739.00 
Perception A4V Audio Card. ..1159. 00 

Perception HTSC PC 1595,00 

Perception Capture Card 859.00 

Perception/Capture Card 

Bundle 2369.00 

Perception Bundle/Video 

Action PVR 5.0 2769.00 

Perception Executive Producer - This 
value pack includes PVR. Capture Card, 
FX Accelerator, A4V Audio Card and 

Video Action NT 5.0 3999.00 

Perception F/X Accelerator ....829.00 
PersonalTBCIV 839.00 





$ 




WE NEVER CLOSE 




Personal TBC Plus 1229.00 

Personal V Scope. 829.00 

Spark DV-2D0O, Intel 875.00 

Spark DV-2000U, Intel 

w/a Adobe Premiere 599.00 

Spark/Video Action 

Pro Bundle 669.00 

Universal Transcader 

DPS-210 1239.00 



Ul 

i 

1 

1 



sony $P Seagate Quantum 

Quantum Atlas 2.2GB SCSI-Ill 3.5" ......a. Call 

Quantum Atlas II 4.55GB Ultra N/W jV^£2!L 

Quantum Atlas II 9.1GB Ultra NArV tC"^ PW/bTc 

Seagate ST91430AG 1.4GB IDE 2.5" 3 j£? -cs ' > 

Seagate ST32171N 2.1GB Barracuda ^"T^Lr"'^ 

Seagate ST34371N/W 4,5GB Ultra Barracuda tSPxsW 

Seagate ST34501N/W 4.5GB Ultra Cheetah "....Call 

Seagate ST19171N/W 9.1GB Ultra Call 

Seagate ST19101N/W 9.1GB Ultra Cheetah Call 

Seagate ST423451N/W 23.4GB Ultra Elite Call 

Sony SDT 9000 DAT 1 2GB hit (Great with the Flyer!) 1Q49.00 




CD Architect • Design and build CDs 
with speed and precision; write audio 
CDs directly form your PC; operates as 
a stand-alone editor or can be used as 
a plug-in for Sound Forge 4.0; 
supports PQ code editing and a full 
range of CO recorders; includes Sound 
Forge XP.. CD Architect 249.00 

Sound Forge 4,0 - Professional sound 
editing for Windows; produce studio 
quality audio with an impressive set of 
effects, processes, and tools; expand- 
able plug-in architecture supports 
DirectX Audio Plug-Ins... 
Sound Forge 4.0 299.00 



Sound Forge XP 4.0 • Express 
audio tor multimedia and the 
internet. Heighten your internet 
presence and bring your multi- 
media projects alive with dozens 
of audio effects and processing 
tools, Record, edit and process mono or 
stereo tiles quickly and easily. File 
format suport includes Microsoft WAV 
and AVI, RealAudio and RealVideo. 
Active Streaming Format, and Java AU... 
Sound Forge XP 4.0 94.00 

Acoustics Modeler - NM Recreate 
acoustic environments with this signal- 
processing tool. Adds real sounds to 
existing recordings... 
Acoustics Modeler.. 185. 00 s n i c 
DirectX Noise 
Reduction 229.00 



XFXI 169,00 




■i 



ll^to' 1 * 



Macroform 2.0 is packed with 
over 20 powerful, feature-laden 
modeling tools & utilities for the 
Lightwave Modeler; also includes 
"3D Modeling the Natural Way" 
manual/handbook,,. 
MacroForm 2.0, Amiga ..209.00 

DEC2 79.00 

Intel 245.00 

|M FXTreme Call 

£ One And Only Media 



*O&0 




The Camelot Collection CD 
includes 425t- models and 
textures that will bring the 
mystery of the Middle Ages to 
your favorite 3D application... 

Intel/DEC Alpha/Mac 129.00 

The Interior Design Collection CD 
will help to create complex 
residential and office scenes... 

Intel/DEC Alpha/Mac 129.00 

The Wright Collection CD 
Ieatures145 models ol home 
furnishings ala Frank Lloyd Wright... 

Intel/DEC Alpha/Mac 129.00 

REPLICA Tcthnology 




ar^ 



Surface Effectors 
/DSFX1.1 This 
powerful plugin 
unleashes your 
surfaces in 



ujtW 6 ? 



Lightwave, 
allowing you 
^fleeter**, io achieve 
~~ dynamic 
surfacing effects 
in record time without resorting 
to complex image mapping 
sequences. . 

Surface Erfectors/DSFX 1.1... 
Intel/DEC Alptta/MAC/Amiga 79.00 




Aussie's Fast Frames 2,0, Amiga ..75.00 

Aussie's Speed Zone 75.00 

Ca-Pilot Video 1.0, Amiga 84.00 

Co-Pilot Audio. Amiga 84.00 

Multlcam Editor 139.00 



G^ware 






DER SECURELY ON-LIN 









TOASTS/RYER SOFTIaME 



Audio Thunder 69.99 

Composite Studio Pro 11900 

Digital Motion Flyer Clips CD..1 19.00 

Fly F/X. Amiga 149.00 

ProMix 80.00 

Pro Wipes 3.0 Vol II, Amiga ..75.00 

Render FX 125.00 

Toaster 4.1d Upgrade CD .,499.00 

VideoGemsCD 50.00 

Wipe Studio 119.00 

YBT 55.00 



ANIMATION/EDITING' 

GRAPHICS/SOFTWARE 



1 8 Perfect People, I ntel/Mac ..235.00 

3D AcuWorlds/Bryce 2 209 00 

Adobe Premiere, Intel/Mac. .51 5.00 

Adorage Magic 85.00 

After Effects, lntel/Mac.649/629,00 

Art Effect 2.0, Amiga 169.00 

Power Effect #2, Amiga ....45.00 

Superview, Amiga 45 00 

Boris Effects 3.0 339 00 

Boris Effects Ltd 139 00 

Bryce3D 189 00 

Cinematte, Intel 179.00 

DeBabelizer Pro 359.00 

Detailer, Intel/Mac. ..279.99/299.00 

Digital Museum CD 115.00 

Dimensions. Intel/Mac 59.00 

Dinosaurs ROM CD 125.00 

drawStudio 2.0, Amiga 155.00 

Expression, Intel/Mac 309.00 

Extreme 3D. Intel/Mac 405.00 

Final Effects AP. lntel/Mac-,13900 
Hash 3D Anim. Intel/Mac .,185.00 
Hash 3D Master Pro. Intel ,550.00 
Hash 3D Master Pro, Mac .529.00 
Hollywood F/X 3.0, Intel .,..359.00 
Imagine, Amiga/Intel. .100/389.00 

Intini-D, Mac 519.00 

Infini-D w/lnterior Design 

Collection 640.00 

Mad Scientist 75,00 

Main Actor Broadcast. Amiga .159.00 
Media Motion 3.0. Intel ,,,.,145,00 

Media Paint 409.00 

Media Studio Pro 5.0 439.00 

Monument Designer V3 Call 

Painter 5.0. Intel/Mac ..279/225.00 

PholoSttop Action Pack 549,00 

Poser 2, Intel/Mac 119/145.00 

Power Surge: Filters 129.00 

Power Surge: Generator... .429.00 
Power Surge: Transformer. .169.00 
Power Surge Transitions ..1 29.00 

Pyromania I or 2 CD 139.00 

Pyromania 1 & 2 CD Bundle..195.00 

Pyromania Pro, Intel/Mac 245.00 

Real 3D, Amiga 399.00 

Real 3D, Intel 849,00 

Reel Explosions, Intel/Mac .31 0.00 

Reel Fire, Intel 315.00 

Take 32 CD Call 

trueSpace 3.0 , 699.00 

Universal 3D CD 119,00 

ViZfx 359.00 

World Construction Set 30 ....Call 
^— 




UTQRIAL 



VIDEO TAPES 

Advanced Features, Lightwave 39.99 

Cinematic Visual Effects 39.99 

Digital Cinematography 39.99 

Flyer Advanced Techniques 39.99 

Lightwave 3D 5.0 Tutorial Bundle .125.00 
Lightwave 3D Modeler 

1 & 2 Bundle 69.00 

Lightwave Lab Vol 1 Characters. .35,00 



Lightwave Quickstart 5.5 39.99 

Mastering Modeler 39.99 

Organic Modeling & Animation ....39.00 

PhotoShop Essentials New! 39.99 

Plug-In Power New! 39,00 

Pro Flying Logos 39.99 

Pyrotechniques 39.99 

Steamer - Effects Tutorial 39.00 

Surfacing Techniques 39.99 

Spacecraft Modeling Design 39.99 

Spacecraft Surfacing 39.99 

Video Toaster Essentials 39.99 



BOOKS 

Best of Lightwave Pro New! 38.99 

Flyer Mastery Guide Vol 2 Call 

F/X Kit for Lightwave 29.00 

F/X Kit for LW Addendum 5.0 19.00 

Lightwave 5 Character Animation. .44.00 

Lightwave Power Guide 44.00 

PhotoReal F/X 42.00 

CD ROM TUTORIALS 

TutorVision 3D CD 49.99 

LENY CD 69.00 

LENY CD Vol 2 Char Anim 45.00 



■i stock! ^LIGHTWAVE 3 D 





NewTek 



LightWave 30 5.5 - Powerful 3D software that 
unleashes your imagination and gives you the 
freedom to put creativity in motion! 

LightWave 5.5. Intel 1799.00 

Lightwave 5.5, DEC Alpha 1799.00 

Lightwave 5.5. Mac Call 

LW 5.5 Intel w/lnteriDr Design Collection. ,,.1849,00 
LW 5.5 DEC w/lnterior Design Collection. ...1849.00 

LightWave 5.0. Amiga 1165.00 

LightWave 5.0, Mac 1059.00 

Lightwave 5-5.5 Upgrade, Intel 459.00 



Lightwave 5-5.5 Upgrade, DEC 475.00 

LightWave 4-5.5 Upgrade, Intel ..........655,00 

Lightwave 4-5.0 Upgrade, Amiga 295.00 

Call for School or Government discounts. Competitive 
or Cross Platform Upgrades! 

LW PLUG-INS 

Film Grain 139.00 

Motion Pack, Intel/DEC 229.00 



Calitar Test Signal 

Generator 299.00' 

"After S30 instant rebate from Safe Harbor! 





This super cool 
interactive 
LightWave tutorial 
provides 
excellent tips, 
info, and great 
entertainment. 

LENY CD #1 69.00 

LENY CD #2 Great lips for 
improving character animation in 
Lightwave 5.5 42.DD 



MeshPainl3D. me world's only 
real-time 3D paint program for the 
creation of custom texture maps 
directly on an object's surface... 

MeshPaint3D, DEC 275.00 

Intel 199.00 

Mac 95.00 

Genesis lor Lightwave: new visual 
effects plug-in! Features 
i# lens flares, lightning, gas 
clouds, space effects, 
and more! 315.00 




ImagcFX 2.5 

w/ClneMorph 

is the mosl complete 

imago processing solution you'll 

find for the Amiga, Easy and 

powerful interface: fantastic 

special effects,., ImageFX 2.6 

w/CineMorpli, Amiga 225.00 

Aladdin 4D 189.00 

ImageFX AND Aladdin 4D .350.00 



>£-v LIGHTWAVE PLU9-IN/ 

J iQJ UGH ™ WE RBJtTH] 
*^T SOFTWARE 

3000 JPEG Textures 10.00 

AVI Load 49.00 

Con-Motion Call 

Humanoid for LightWave.. ,160.00 

Impact 2.0 Call 

Light ROM Vol. 5 CD 39.00 

Light ROM Gold CD 29,00 

Lock & Key, Intel 169.00 

Particle Storm 2.0 Call 

Partycles Call 

Puppet Master, Amiga/lntel/DEC ..Call 

ReaJiTools, Intel 129,00 

Scene Machine. Intel 85.00 

Solar System Kit/LW 93.00 

Shaderman, Intel/Mac , Call 

Vertilectric, Intel/DEC 75.99 



Sale Harbor is dedicated to providing quality digital video, animation 

and multimedia products, technical expertise, and courteous, 

personalized service to our customers to maintain our impeccable 

reputation and total customer satislactlon. 



Terms: POs accepted hom schools 
arid gcvemment agencies ■ Personal 
checks recruire 7 days Id dear * 
Deleave products repSced 
profnplty RMA number required 
Lcal-m-543.ei59i'crjli 
merchandise returns. Reljins 
nc-l accepted alter! 5 da/s 
Returned products musl be in 
original packaging, postage 
prepaid. Opened sofMaie not 
returnable. Slipping charges 
nol refundable. Returns subjei 
loaiS'. restocking fee.-M 
lesponsitlle tor typos Prices 
subject to change. 
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CD® VOlTX 



ecmptnsn 



302 235 1204Orderline 
302 235 1506 Information 
302 235 1507 24 Hour Fax 



4571 Kirkwood Highway Suite 170 
Wilmington DE 19808 



SAME DAY SHIPPING! 
http://www.devineinc.com 

EM AIL: devine@devineinc.com 
ORDERLINE 1 800 699 4049 



Amiga Hardware 



AS20 Video Adapter 1*02214] S 19 

Clarity 16 IH02703I 179 

Cybervision 64 3D W/4MB H022451 249 

Cybervislon 54 Scan Doub (#022511 125 

DKB Cobra 1200 33/33/00 (#020521 149.95 

0KB Megachip 2000/500 (#024001 149.95 

DKB Multistari II 6A (#039021 29.95 

DKB Rapidfre (#02101] 139.95 

DKB Spitfire (#02111) 99.95 

DKB Wildfire 6B06O A2000 (#020501 1199 

GVP I/O Extender (#023011 109 

(CD Flicker Free Video II (#022071 239 

Utile Magic Box rr/CI (#02216) 699 

MegalOSOund l#027O4| 49 

Midi Interlace. Pyramid W02700I 39 

Retina 22 !#Q2231) 509 

Retina 23 (#022241 549 

Supergen 5X |#02206l 6B9 

Supergen 5X Studio 1*022181 739 

Sync Strainer 10032021 49 

Video Flyer v4.2+ (#02202] Coll 

Video Toaster V4.2+ (#022011 Call 

Vidi 24 RT l#0223B) 269 

Vidi24RTPro [#022211 379 

VJIagetronk: Ariadine (#070041 249 

Villagerranic Liana (#07011) 89 

Villagerronic Picasso 11+ |#02213| 259 

VSIagerronic Picasso IV 1002233] 379 

Vlab Motion 1*022231 1499 

Vlab Morion/Z2/Tocatta 1*022531 2499 

Vlab Motion/Z3/Tocatta (#022251 2749 

Vlab Y/C External (#022421 Call 

Vlab Y/C lnlema[ (#022261 Call 

Wizard 560DPI Mouse (#04401) 29.95 

YCP-GA Y/C Adopter (#02240] 95 

Y/C Plus (#02241) B49 



Amiga 
Software 



3D Rom Volume 1 or 2 (#51077) 

AMITCP/IP (#50002) 

AWeb II (#53047) 

Audio Thunder (#54002] 

Address it 1.S (#53048] 

Blitz Basic2.1 (#51033] 

Cinema 40 (#51079) 

Control Tower (#53011) 

Co Pilot Audio (#54000) 

Co Pilot Video (#55003) 

Cross Mac (#50000) 

Cross DOS 6.0 Pro (#50001 ) 

Cybergraphix (#53004) 

Oem-Rom (#51080) 
Deluxe Paint 4 

Diavolo B-Up Standard (#53049) 

Diavolo Backup Pro (#53050) 

Digital Universe (#56001) 

Directory Opus Magellen (#53013) 

Easy Ledgers II (#51081) 

EnPrinl2.1 (#53024) 

Diskmagic (#53033) 

Gamesmith (#56002) 

Gigamem 3.12 (#53051 ) 

GP FAX Generic (#53030) 

Hi Soft Basic 2 (#51082) 

Hollywood F/X (#50003) 

Image FIX 2.6+ (#53006) 

Imaoemasler FUT (#51083) 

Impact! 1.05 (#51051) 

Interchange Plus (#53010) 

Kara Collection (#51011) 
Lightwave 30 5.0 Amiga (#51037] 
Lightwave 3D S.O Upgrade (#51031) 

Lock & Key (#51086) 

Macraform 2 (#53053) 

Main Actor Broadcast (#51 01 3) 

Main Actor Professional (#51141 1 

Multimedia Backdrops (#55008) 

On the ball (#53041 ) 

Pagestream 3.3+ (#51012) 

Pro Vector 3 (#51084) 

Pro Wipes 2 Vol 1 or2 (#53054) 

Radar 4000 (#51007) 



SAS/C Developement (#51085) 149 

Scala Art Library II (#55006] 19.95 

Scala Art Library III (#55007] 19.95 

Scala MM300 (#55002] 139 

Scala MM400 (#55000) 199 

Scala MM400 Upgrade (#55004) 69.95 

Sequencer One+ (#54004) 35 

Termite TCP/IBrowse (#53005) 89 

Turbo Calc 3.5 (#54005) 59 

Twist 2 Database (#54006) 119 

Typesmith 2.5 (#54007) 29 

Upper Disk Tools (#53052) 26 

WdrdWbrth 5.0 (#54008) 119 

World Construe. Set 2.0 (#51004) 375 

World Atlas CD (#56000) 44 

Zip/Jazz Tools (#53019) 24 95 




18 Perfect People LE 
18 Perfect People 
3D Objects 
Impact! 2.0 InteWulAC 
Impact! 2.0 DEC Alpha 
Impact! 1.x -> 2.0 Upgrade 
Leny '97 Tutorial CD 
Lock & Key Intel/Mac 
Lock S Key DEC Alpha 
Lightwave 5 Upgrade 
Lightwave 5 5 Upgrade 
Lighl-Rom 4 
Lighl-Rom Gold 
Moving Textures 200 
Particle Slorm v2.0 Intel 
Particle Slorm v2.0 DEC 
RealiTools Intel/MAC 
RealiTools DEC Alpha 
Sparks Intel 
Stripper Intel 
Stripper DEC Alpha 
Universal 30C 



129 

349 

15.50 

499 

575 

call 

79 

159 

249 

275 

439 

39.95 

29.95 

249.00 

329 

425 

139 

229 

159 

119 

-« 

119 



69 

B9 

45 

BS 

26 

65 

239 

139 

90 

80 

69 

39 

49 

25 

119 

69 

96 

124 

89 

I4S 

29 

39 

BS 

59 

47 

95 

225 

215 

75 

195 

95 

79 

call 

259 

159 

229 

269 

79 

34 

34 

169 

179 

59 

299 



PHASE 5 Cyberstorm MK III 

- Up lo 1600% speed increase Desktop A4O0O/03O & 600% lor 68040 25mhz owners 

- Includes 128MB ram expansion capibility for A4000D/T A3000D/T 

- Ultra Wide SCSI I & II FAST HARD DRIVE CONTROLLER - Up to 10 MLVSccond transfer rate 

68060@50MHZ BOARD $695 

Low heat, power & profile simms for maximum performance - * MB 6ons 17 jo 
REMEMBER 1 We have aur LIFETIME WARRANTY on CPU, FPU 8MB 60NS 30 -°° 

and RAM (MEMORY! chips! »J£ «£ £j» 

TRADE IN YOUR OLD Warp Engine upgrade kits - 
ACCELERATOR & PAY 40m hz (#03600) 95.00 
ONLY $ (call for details) 33mhz (#03605) 75.00 



Amiga SysfemstlNon Linear HW 



We have older A4000/3000/2000 call 
reconditioned systems now 
available, (Limited quantities) 

Amiga 4000T SYSTEM (#01109) 1995 

68040 O 25MHZ - 2.1G6 HO -6 M8 RAM 
SCSI II HD Controller Card - Software bundle 

Amiga 1200 SYSTEM (#01107) 599 

68020 © 16MHZ - HDs Avai!able-2MB RAM 



Lightwave 5.5 Intel/Dec 
$ 1599.00 

Adobe Premiere 4.2 S475.00 

OnStage 20bit 

AWESOME PRICING 1299.00 



'TkUEVISION 



TARGA 2000 PRO 
TARGA 2000 
TARGA 1000 PRO 
TARGA 1000 



3499 
3299 

2199 
1799 




DV300 

$679 



Video or Motion DC10 
Video or Motion DC20 
Video or Motion DC20* 
Video or Motion DC30 
Video or Motion DC30+ 



The Best 

Price 

Awaits 

You ! 



Call 
Call 

Call 
Call 
Call 



= wT = 



VIDEO TOASTER & FLYER SYSTEMS 



Motherboard with two video slots, five zarro III slots, 3.5' |#01111| 

floppy disk drive, mouse, keyboard, two megabytes of $1795.00 

ram, 2100+ megabytes of hard disk space, software bundle 

A4640/A3640 68040 @ 25mhz w/CPU, FPU&MMU (#02085) $175.00 

Cyberstorm 68060 @ 50mhz w/CPU, FPU & MMU $ 695.00 

$ 1395 



Amiga 4000T System 

Requires 3 must purchase processor 
option listed below. 

Processor Options 

( up lo 400% faster (Two simm sockets LVDerSTOrm OOU 

( up to 800% faster JFour simm sockets POWER PC 200 200Mhz CPU w/68060 © 50mhz 

Memory Options - ( Minimum often megabytes of ram required, more recommended ) 

4MB 1x32 60ns simm (#034001 
8MB 2x32 60ns simm (#03401) 
16MB 4x32 60ns simm (#03402) 
32MB 8x32 60ns simm (#03403) 
(#02201) 



REMEMBER! We have a lifetime warranty on all memory purchased 
from De Vine Computer Sales I 

16 & 32 MB SIMMS are for use with MS Warp Engine S. A4660 
Processor Options, they will not work on the A4000T Motherboard! 

VideO Toaster 4.2+ - (Hardware + Lightwave, Switcher, Character Generator, Paint Prg. ) 

VideO Flyer 4.2+ - (Video Toaster REQUIRED!) 

9.1 GB HD Video Tested / Formatted & HQ5 Configured 

Stores 99%+ HQ5 Mode' That's approximately 35 minules of HQ5 footage' (Standard mode stores even more' ) 

4.6 GB HD Video Tested / Formatted & HQ5 Configured 

Stores 99%+ H05 Mode' That's approximately 18 minutes of HQ5 footage' (Standard mode stores even more' ) 

2.1 GB HD Video Tested / Formatted & HQ5 Configured 

Stores 99%+ HQ5 Mode! That's approximately B minutes of HQ5 footage! (Standard mode stores even more' ) 
OctOpUS Cable -(Required to connect flyer to external cabinet ) 

Midtower Chassis / External Cabinet - 

Houses up to NINE devices, five 3.5 - bays, four 5.25" bays, 250 watt power supply, three 
internal scsi daisy chain cables. 7.7" wide x 18.1' tall, 166' long 

20X Plextor CDROM DRIVE & ASIM CDFS 3.8+ - 

Requ,red to install toaster / flyer software 



(#02202) 

(#14544) 
(#14568) 

(#03205) 
(#03304) 

(#14219) 
(#53001) 



$ 15.00 
30.00 
45.00 
90.00 

$ Call 

$ Call 

$ 899.00 

$ 549.00 

$ 399.00 

$ 99.00 
$ 195.00 

$ 225.00 
$ 49.00 



Need some reasons 
to buy from De Vine ? 



- Same Day Shipping - No Sales Tax In Delaware 

- Lowest Restocking Fee (Only 10% As Of October 01, 1997) 

- Lifetime Warranty On CPU & Memory (Ram) Chips 



Do your shopping then call us for the LOWEST price, or save yourself time and order from us now! 



. ilLw 
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DIGITAL 

PROCESSING SYSTEMS INC 

Perception Video Recorder (#0221 7) 1 590 

Perception Capture Option (#0224S| 859 

RS 422 Option (#02249) 185 

Bundle with external cable (#02227) 2389 

Perception Audio A4V (#02243) 1229 

Perception FX Accelerator (#02250) 829 

Time Base Corrector IV (#02203) 795 

Edit Bay (#02299) 699 

Vector Scope (#02221) 795 

Animation recorder A / PC (02236/7) 1 599 

SPARK w/o Adobe (#02281) 595 

Spark vtl Adobe Premeire (#02280) 849 



Tape Backup 




BYTE 



8700 LT External (#14951> $649 



60MB per minute 
2 year warranty 

7 /14GB 

uncompressed t 

compressed 

SCSI I & II 

8mm 160m 



8MM 160M TAPE (#15205) $15.00 

Eliant 820 Internal $1349.00 

Same specs as above 870OLT tut can also 
turn off compression and can verify data- 
Its also twice as fast i 

Mammoth 20/40 (#14957) 2699 

3072k / second - two year warranty 

20GB uncompressed / SCSI I & II 

40GB compressed /8mm 1 70m 

BACKWARDS COMPATIBLE 

WITH OLDER 160M TAPES 

8MM 170M TAPE (#15209) $95.00 

SONY 

SDX 300 25 / 50 (#14953) 2945 
or Seagate's Version ONLYS 2599 

3072k /second - two year warranty 

25 GB uncompressed / SCSI I S. II 

50 GB compressed / 8mm 170m 

8MM 170M TAPE (#15209) $95.00 

<SP Seagate 

TAPESTOR8000 (#14956) 335 

1024k /second- two year warranty 

4G8 uncompressed / SCSI I & II 

8GB compressed / TR-4 Tape 

TR-4 8GB TAPES $35.00 

CHEYENNE BACKUP SOFTWARE 
$175.00 



CPU&FPU Upgrades 
and Replacements 



68040SC40 W/MMU & FPU H03404I 95 

66O40RCM W/MMU & FPU |«03405| Bi 

6B040K25 W/MMU & FPU (#034061 49 

68030RC50 W/MMU (B03408I 49 

6B030RC4D W/MMU IK03409I 39 

6B030RC33 W/MMU |*03411| 35 

68030RC25 W/MMU) (#034121 29 

68862RCSn MATH CO-PROCESSOS (»03414| 45 

68BB2RC40 MATH COPROCESSOR [TO3415I 39 

68B82RC33 MATH CO-PROCESSOR (#034161 3S 

68882RC25 MATH C0-PROCE55OR 1803440] 29 

6888IRC25 MATH CO-PROCESSOR (f»03417| 20 

INTEL PENTIUM PRO 200 (#036011 C 

INTEL PENTIUM 200 (#03606) A 

INTEL PENTIUM 166 [#036021 L 

MMX 5. Pentium It available L 

Extensive stock of Motorola, lntel,& 
Cyrix processors available, so if what 
you are looking for isn't listed, call us! 



Memory /Ram Chips 



SIMMS 

64MB 72PIN 16x32 60ns (#03442) C 

32 MB 72 PIN 8x32 60ns (#03403) A 

16 MB 72 PIN 4x32 60ns (#03402) L 

08 MB 72 PIN 2x32 60ns (#03401) L 

04 MB 72 PIN 1x32 60ns (#03400) ! 

IVe are proud to announce that we offer 
a LIFETIME WARRANTY on all chips 
we sell. 

DIMM. SIMM, ZIP, DIP, 8 PIN to 168 PIN 
Call with your needs! 



Amiga Custom Chips 



Kickstart 13 rom 

Kickstart 2.04 rom 

Kickstart 2 05 rom 

Kickstart 3. 1 rom 

Kickstart 3 1 rams 

3 1 Upgrade Kit Complete 

3. 1 Upgrade Books & Roms 

3 1 Upgrade Books £ Disks 

Amber 

One MB Agnus Chip 8372a 

Two MB Agnus Chip 8375 

8520 CIA 

8373 Super Osniso 

Super Dmac Revision 04 

Super Buster Revsion 1 1 

Super Ramsey Revision 04 

2630/2620 upgrade kit 

2091 upgrade kit 

Janus 2 1 Upgrade kit 



call 

for 

the 

I 



Amiga Repair & Diagnostics 



Advanced Amiga Analyzer 
- Diagnosic Hardware and 
software for 
your Amiga ! 



69.95 



Removable Hard Drives 



lOMega Jazz Internal (#14908) 299 

lOMega Jazz External (#14907) 399 

lOMega Zip Internal (#14906) 139 

lOMega Zip External (#14905) 139 

SyQuest 44MB Internal (#14900) 95 

SyQuest 88MB Internal (#14901) 129 

SyQuest 270MBInternal (#14960) 149 

SyQuest 1,5GB SCSI (#14913) 275 

SyQuest 1.5GB IDE (#14916) 275 

44MB Syquest Carl. (#15200) 39 

88MB Syquest Cart (#15201) 49 

270MB Syquest Cart. (#15202) 54 

1.0GB Jaz Cartridge (#15213) 85 

100MB Zip Cartridge (#15210) 19 



CDROM Reader Drives 



PLEXTOR 20x Internal (#14126) 225.00 

3072k/seccnd - 95ms 
seek time - 255k butter 
scsi I & It - Cdddyless 

PLEXTOR 20x External (#14122) 275.00 
also includes case with 
power supply, tan & 
DB25-CENT50 caWe 

Teac 16x CD516S Internal (#14127) 129.00 
240O*/secono l - 150ms 
seek time -512k buffer 
scsi I & II - Caddyless 

Teac 16x CD516S External (#14128) 179.00 
also includes case with 
power supply, fan & 
0B25-CENTX cable 

Toshiba 12x XM 5701 BTA 109.00 

Internal - 125ms - 1 Year 
Toshiba 12x External 159.00 

also includes case with 
power supply, tan & 
DB25-CENT50 cable 
ASM CDFS (AMIGA) 
FWB TOOLKIT (MAC) 



(#53001) 
(#53043) 



49,00 
15.00 



CDROM Recorder Drives 



Yamaha CDR-400 

6x READER & 4X WRITER 

2MB Buffer Internal (#14207) 5 449.00 
2MB Buffer External (#14708) S 499.00 

Panasonic 7502 B 

8x READER & 4X WRITER 

1 MB Buffer Internal (#14213) S 369.00 
1MB Buffer External (#14708) S 419.00 

Ricoh MP6201S 

6x READER & 2X REWRITER 

2MB Buffer Internal [IH4215BI S 449.00 
2MB Buffer External (#14221 B) S 499.00 



Master ISO |AMIGS| (1/53002) S 139.00 
Toast (MAC) (#53038) S 50.00 

(with purchase of drive al same limel 
EZCD Creator (IBM) (#53037) S 50.00 

t (with purchase of drive at same time) j 



Blank Recordable CDS 
as low as $2.25 



See Us On The Web "http://www.devineinc.com" 
Email Us At ! "devine@devineinc.com" 



Hard Drives 



Quantum' 

9.1 GB Atlas ll-IM Ultra 

9.1 GB Atlas ll-W Ultra 
perception / flyer drive 
7200 rpm - 8ms - 5 yrs 

6.4 GB Fireball (IDE) 
best for use wDPS PAR 
4.6 GB Atlas ll-N Ultra 
4.6 GB Atlas ll-W Ultra 

perception / flyer drive 
7200 rpm - 8ms - 5 yrs 
4.3 GB Fireball (IDE) 
Desf for use wDPS PAR 

3.2 GB Tempest SCSI 
3.2 GB Tempest (IDE) 

4500 rpm- 1 0. 5ms-3yrs 

2.5 GB Sirraco (IDE) 
great with dps par 

2.1 GB Tempest SCSI 
4500 rpm - 10ms - 5yrs 

2.2 GB Atlas II WIDE 
8MS-S YRS-7200 

2.2 GB Atlas II Narrow 
Smb 5 yrs 7200 rpm! 



(#14548) 899 
(#14576) 899 



(#14632) 399 

(#14544) 549 
(#14574) 549 



(#14571) 299 

339 

(#14571) 225 

(#14536) 199 

(#14572) 245 

369 

399 



85* Seagate 



23GB ELITE 423451 N 


(#14547) 


1799 


23GB ELITE 423451 W 


(#14517) 


1B49 


9 1GB CHEETAH 19101N 


(#14613) 


1099 


9.1GB CHEETAH 19101W 


(#14614) 


1149 


10000 RPM! ASMS/ 






NOTHING IS FASTER ! 






9 1GB Barracuda 19171N 


(#14549) 


899 


9 1GB Barracuda 19171W 


(#14569) 


945 


7200 rpm - 8ms - 5 yrs 






99.10+% HQ5 IS 






4.5GB CHEETAH 34101 N 


(#14615) 


699 


4.5GB CHEETAH 34501W 


(#14616) 


749 


10000 RPMt 7.5 MSI 






NOTHING FASTER 1 






4 5GB Barracuda 34572N 




549 


4 5GB Barracuda 34572W 




599 


7200 rpm- Sms-Syrs 






2.1GB Barracuda 32272N 




459 


2.1GB Barracuda 32272 W 




499 


7200 rpm - 8ms - 5 yrs 






52520A 2.5GB (IDE) 




199 



These new drives have proven to be very 
reliable! Up to 100% usage Digitally on DPS 
Perception, Newtek Video Flyer, Targa 
Series, Miro Series, Avid Systems, Media 100 

No* sure which drive suits you best? Call usl 



Amiga Replacment Parts 



Keyboards 79+ 

Floppy Disk Drives 39+ 

Power Supplies 29+ 
■A4000, A3000, Etc. 

Custom Chips Call 

Cases 25+ 

Motlierboards $50- 

A4000, A20UO, A500 $995 

A3000. A1000, A600 

Hard Drive Controllers $99- 

A2091, GVP400S $399 

Fastlane Z3, Etc. 



VOlb 






302 235 1204 Orderline 
302 235 1506 Information 
302 235 1507 24 Hour Fax 
http://www.devineinc.com 

4571 Kirkwood Highway Suite 170 
Wilmington DE 19808 

Circle #233 



ORDERLINE 1 800 699 4049 



MUX. DISCOVER, MASTER CARD. VISA. 0INER5 CLUB AND COD AIL ACCEPTED. MM PREPAY- 
MENTS TO THE ADDSBS ON UTFT, PRICES AND SPECIFICATION ARE SU6JCCTT0 CHANGE WITH- 
OUTNOIKX OEftCTTVE ITEMS REPLACED WITH SAME OEM. Ail 5AL£5 ARE FNAL ALTER TEN 
DAYS RETURNS ARE SUBJECT TO 101 RESTOCKING FEE. PLEASE CAR 302 23S 1S06 EC* RMA» 
BEFORE RETURMNG MERCHANDISE. RETURNS WITHOUT RMJUt WU BE REFUSED. SHPPINGB 
NOT REFUNDABLE. WEASE WTRBPOWBl£FC*lNCOMPAIlBlljrrOF PRODUCTS. CODS ARE I 
CASH ONLY COO FEE S S6.00. - 19.95 5 FOR AJRBCRNE EXPMS5 SHKT DELIVERY SERVICE UP [ 
TO FIVJ POUNDS N ACTUAL AND/OR DIMENSIONAL WEIGHT 
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photo -video- pro audio 1 









THE PROFESSIONAL'S SOURCE FOR PHOTO, 



FOR ORDERS CALL: 



OR FAX (24 HOURSC 



800-947-9938 800-947-9003 



212-444-5038 



212-444-5001 



Store & Mail Order Hours: 

Sun 10-4:45 • Mon & Tues 9-6 

Wed & Thurs 9-7:15 

Fri 9-1 • Sat Closed 



On the Web: http://www.bhphotiwldeo.cam 




Hi QuickDial 

Now, you can instantly reach a professional sales associate in our Order Department !□ assist you with your spe- 
cific needs. This new feature will speed you through the inform a litm and Ordering process, making your commu- 
nications with FJ&H a more pieasurabfe experience. Simply look over the chart below to see ihe QuickDial codes 
lor each deparlmenl. Cill B&H. then dial the corresponding department code at any time during our welcome mes- 
sage, to instantly connect you to trie department you need. 

QuickDial Options for < 

QuickDial 



VIDEO* PRO-AUDIO MENU 



QuickDial 



Industrial/Broadcast Eqmpmenl 



72 



3D Animation 



732 



74 



Pro Video E quipment & Acce ssories 
„ Non-U near Editing & ^omputei-based Video 731 



Pro Audi!} E quipment 
Used Video Equipment 



75 



SONY 






Authored OeaEe' j 



AUTHORIZED U.S.A. DEALER 

WE CARRY A FULL LINE OF SONY 

CAMCORDERS, VCRs AND EDITING 

EQUIPMENT FOR IMMEDIATE DELIVERY. 

• All equipment complete with USA warranty and all accessories 
as supplied by Sony • Call for the best prices 



Panasonic 



AG-EZ1 

3-CCD Digital Videocassette Camcorder 



i Trim CCDs with 270. DOO pixels each" are honrorrtally staggeied trji 
optimum resolution 

■ Digital recanting system delivers mcrecSitilc 500 lines of horizontal resolution 
and virtually nn noise. Trie signal -to-noise ralio is 54dB. an imprnvemciii ol 
6-9 (10 Otffii conventional analog systems This aclually represents a S/N ratio 
2-3 limes better than existing camcorders. 

■ Audio is also recorded digitally using PCM (Puts* Cote Modu-lalion) tor quali- 
ty that rivals COs.You can cioose between twa-ctianne 1&iit recording or two 
seis of 1 2-&ri stereo, with live second set reserved tor uses such as narration. 

' neludes a huge 1.5" 1 SO .GOO pixel color vwwfinder. The vtewtnider aJsc tilts 1?0 
degrees vertically lor shooting subjects liom high or low angles. & its professional 
size means you don't have to press it against your eye to see the picture 

• BuftMn digital Electronic Inapt StlWbw (DEIS) compensates tar jittery video and 
s particularly effective when the digital zoom is employed. 

■ Equipped wild 1 0:1 power and 2D: 1 digilal :onm lens Belli zooms are adjustable in 
lour speeds (3.5 sac ends— -15 seconds) based an how hard or soli itie zoom tog- 
Ate is pressed To sat up a shot Quickly, a Tuibo Zoom lunction moves from light id 
wtfte angle, or vice uersa. in under two seconds For extreme close-ups the lens 
can locus up to 1 '4 inch from the subject 




* Digital Photo- Snot lift you record istfll- 
trame tor about si* seconds, while audio con- 
tinues as normal Tins feature is gieat lot cre- 
ating video photo albums oi insurance tapes, 
as 290 Siill pictures can he recorded on a sin- 
gle 30-mnn;le tape and 580 stiois on a 60- 
mmute tape. Using the TopScan leature any 
shot can be tounc easily. 



JVC 



GR-DVI/GR-DVMIi 

CyberCam Digital Video Camcorders 






DIGITAL VIDEO 
The GR-DVt and GR-DVM1 combine a 570.000 pi*et CCD with 
4:1:1 digital componani recording to deliver razoi sharp D"C- 

tjres with 500 lines of resolution. Digital image stabilizer ehmi- 
naies camera shake without alteciing resolution 

DIGITAL AUDIO 
CD quality audio is now available. Digilal audio recording drivers 
2 channels at dBttTz |16-tni) sampling loi highest quality or tour 
channels at 32\Hi |l2-i>it) whEii flubbing or mining is required. 

DIGITAL EFFECTS 
A multitude of special effects are possible with the GR-DVI 
iKUidinQ. wipes, lades, and dissolves In adrJihon. some specal- 
«d ejects such as Classic F*n. Monotone. S*ou and Strobe, 
can be recorded m the camcorder or can be played through dock- 
i>g station— even it they weren't originally recorded 
SNAPSHOT ■ QUICK. PI XV AN I W AHON 

• Snapshot mode captures Still images wilh a white herder 
around it and even adds a shutter sound enact. In Motor Drive 
mode multiple snapshots get recorded hi iapid succession 
with an interval ol 0.7 seconds between pictures. A Snapshot 
Searcfi leature lets you put together a video aloum using cap- 
tured photos 

* QuickPft or 5-second-record mode automatically records thn 
second clips of video and audio when start button is pressed 

■ Animation mode recoids scenes lor just 1.8th of a second each 
time me start button is pressed When inanimate objects are 
recorde-a MM slight chances m posihon between; snots an ant- 
maliOfl effect is rendered to the objects making ihem come alwe 




DIGITAL ZOOM 
10X variable speed optical zoom with 
buiil-m macro delivers razor sharp 
images horn a distance- or as close as 
1 5 cm A 20< d.gitat zoom and 100X 
Super Digital zoom allow imsgi HSttlK 
from tremendous distances while retain^ 
ing a good degree ol sharpness. 

USER FRIENOLY MENU SYSTEM 
Zoom rocker control is used to make ih* ditteiem selections as the/ 
appear in the color vwwfindsr so you can pick settings from Hie 
menu without taking your eye away otf me vxevdmder. Thts design 
also keeps controls and switches to a minimum 

DOCKING STATION 
Multi-lunction docking station otters even moie sophisticated play- 
back capabiliiws. plus advanced editing functions 

■ R A [Random Assemble) edilmg eiuhlcs programmeo rearrange- 
ment ot up to 3 scenes at a lime- jgsi by itiaiking the beginning 
and end of scenes. 

■ Insert editing and 4-channel stereo audio dubbing are possible 
using the docking station. Video insert allows new video to be 
inserted over prerecorded segments «ilhout disturbing hV audio 
segmeni When mseitiia audio. J 6 bi: -i-SBkHj) full audio insert 
tepiaces lecoroed audio without disturbing da easting video irack 
tn the 12 bl ISzVHzl mods 2 additional audio Iracks can be add*d 
to the eirsting audio and mi*ed 

« In addition to the live special sheets svaiiabie through the docking 
Station, there ate 17 scene transitions thai can be selected. 



GR-DVM1 

Same IMtures as the GR-DV1 wrept it 3dOs the wortd's rirsl tiioh-resolulion 2 5-inch polycrysalline ;il con Tn aclivB malm 
monitor The hiah-aglm.tun 13. . ■■ ■"'■■-.-:■-■.■■.■.■.■.■■.■■■■.■ ■■■■■::•■: ;~: s. r •■' I-" n- 



^$500 
Rebate 

thru 
; 12-31-97 




Panasonic 

AG-DP800H 

S-VHS 3-CCD Digital Signal Processing Camcorder 



SuPERcam 



Three high-oeniiry 380.000 c^ei CCDs with half-pitch p»el offset achieves o«r 750 
lines ol horizontal resolution, a Siti ratio ol 60dB and teinafkable sensitivity ol IS ai 
2000 lux ArJdihorsalJy the Flan* Interline Transfer <f JT) C'COs minimize vertol smear 
so you ruiintan intpiessiii-e picture qiakty even in very bright iHummation 
Digital Signal Piocessmg circuitry provides lout valuable benefits 
1) Consistently reliable up-to-spec performance. 
2| Fine adjustment of a wide range of parameters 
3| Memory storage and instant recall of specific settings. 
i| More Itaibte and higher quality '""-age processing, as well as easier maintenance. 
Si* Scene File modes Theie are two user modes lor custom digital parameter settings including Homonial Detail, Vertical Detail 
Chroma and Dark Detail and Color Coirecnon The roui preset modes are noimai. Huores::-r! i ! ■ j-.LrkJinp 

In addition to Fegu&j AGC [AutooBtt Slin Control), Supercam has a Super High Gain mode Alfi 4 this enables shooting unae- illu- 
mination as low as 2 lux while retaining detarl and color balance 
Synchro Scan fLnctj:n allows flickeitree shoot ng ot computet momiors Electronic shutter mcfements can be set variably fiom 1 61 

to t 253 ot a second 
Bun- n iniemat time code generator lets you record with SMPTE LTC/VlTC (Longitudinai'Verlical interval! time code 
Two hi-fi stereo audio channels with a dynamic range al SO dB. as well as two linear audio channels, with Dolby NR. Normal. Hi-F 
recording is selectable. Uses XLR conneciors to further ensure high-quality sound. 

Has a 26-pirt conneciur on ihe back thai tjutrjuis a composite or component video signal. This enables convenient backup 
recoidmgs using an additional VCR equipped wlh a 26 oi 14-pin connecter 
Phanlom power can ba supplied to an oplipmal microphone Power can Iw switched oh" to prevent battery diain when nol in use, 





JVC profess,onal 

GY-X3 3-CCD S-VHS Camcorder 

By emptying professional cameia technology in new economical ways, JVC has succeed- 
ed in bringing to marfcei a ptotessiorLal 3-CCD cameia tlut breaks all previous pric? barn- 
ers The new GY-K3 delivers all the performance nt a high end 3-CCD cameia— high lesn- 
i ■ j1 i o ii . (ugh sensih/ity, low noise and natural' color— ai an inciedib'e price 
Fealures: 

* Three 1/3" CCOs provide a sensitivity of 2000 lux at Fa 0. stgnal-to-nofse ratio ol 
60dB and 650 lines of horizontal resolution 

■ Low light capability allows you to snoot tn as utile as 4 tux and still have bright pic- 
tures with good resolution and strong vivid colors. 

■ Full Auto Shoolmg (FAS) mode instantly adjusts to changes m shooting conditions 
Vcu can go from bnght outdoors to indoor lighting and gain. ins. audio level and 
color balance will ah be automatically adjusted 

• Variable Swn Viaw allows nitfcflf-lree shaoiing of a computer monitor, 
j limit in 14: t {5.5'77mm) cnntmuosly vailable speed zoom lens The amount ol pressure aoplied lo the rocket deieminiHs 

speed ol Ihe zoom Both im Iris auc ;oonn can be controlled manually II desired 

tin Conliot Track (CTLJ time code generator as well as a time/daie gereraior The advanced CTL hire code generatoi has a "scene 

Bt" lunction that records an identilmiion code each time you start taping This lots you easily advance to Ihe neii or pievtflus sceie 

o using the JVC Ecu Desk system. 

(e high resoiutian 1 5-inch wewfmdet displays comprehensive suius mcicaiors 

GY-X2B 3-CCD S-VHS Camcorder 

Hewty designed IRree 1 T CCD image sensors deliver 750 lines ot Horizontal 
lesoiuhon & superb s;gnai-lo- noise ratio Ol 62r!B 

Hew micro-lens technology provides exceptional sensitivity of FS.O at 2000 lu* 
and LOLJ* modo leis you shoal with almost no light! Shoot superb lootage 
with excellent color balance ait a mere 1 ,5 lux 
Variable Scan allows fkfcei-free shooting ot a compuiEr screen 
Quick Recoid Mode - when turned on the camera is set to the auto Iris even il 
lens rssel at man jaI. Also activated is |ALC| Automatic Level Control ard EEl 
Extended Electronic Ins wNeh piowdes bain variable gain and variable shutter 
Now you can shoot continuously from dark room to Drigbl ouldoois winout 
having to adjust gam. iris ci ND fitter 
Auto White ciicuit lets you move Horn mcandescenl lo fruorescent to oytffOM bghting wifiwut changing white oatance oi Ihe 
el *fjuai output system allows camera output to be connected directly to an external recorder 

KY-D29 3-CCD Color Video Camera 

One or thi most sensitive cameras ever developed, the KV-D29 sets. Ihe standard for 3-GCD 
cameras and is also ideally suited for todays aigital recording formats. With a sensitivity F1 1 at 
2.000 lux, iheKY-029can shoot in light as lew as a remarvanle 35 lux it also oilers asig- 
nal-to-noise ratio ol 65 dB (with its ONR funoon on), and delivers 650 Imas of hort 
rontai resolution. The exceptional resolution and sensitivity ol the KY-D29 are 
achieved by three new 760.000 puel ITS hrtorUfM transfer (IT) CCDs. the highest 
pixel count in the industry 
All-He* Digital Signal Processing 

* Advanced 1 J-bil Dijital Signal Processing (DSP1 and 3-dimen- 
sional Digital No>se Reduction (30 ONR) ciicutry make this 
camera Ideal lor acquisition with todays popular digital formats. 
especially JVC's revoiutionaiy new Digiial-S, 

» DSP within Ihe camera ptovides astonishingly cusp, high-quality 
images, while minimizing analog distortions and noise. DSP also 
makes the camera more flexible and easy lo use. tt even 
smooths the transitions between gam and white balance sellings 
so thai viewers won t notice sudden changes of settings while 
the iape is roflmg 

• Digital signal processing is enhanced with new 3D digital noise 
reduchon circuitry to make it even more practical By minng 
multiple frames lo cancel out (andom noise, then using mohon 
detection to mmumre lag JVC's etcluswe 3-D DNR produces 
dtamalic results, far superior to any olher DSP camera. 

Super LoLuj lor Extremely Low Light Shoaling 

■ incredible new Super LoLux tecimoicgy aUow you to obtain a 
broadcast-quaSity picture in light as low as 0.35- lux. This extra- 
ordinary low iigtn eapsMSy is the best ever achieved' and is 
made possible by uliiinng JVC's e*clusne Lo.ux dual pixel 
readout technology hncieasing gam by 6 dB without introducing 
noise) while at the same time doubling the pwel readout integra- 
tion time to 1 30 second. 

Verialtle Docking Capib hty 

■ Extremely higri qtiatly 4 2 2 digital recoidmgs can be made by 
dochmo me KY-DI9 to JVC % Digital-S BR-D40 dockable 
Tecoider, This digital combo produces record ngs far sup-enor to 
any component ara log camcorder, or 4.1.1 d.gital 
camcordat.Tne KY-D29 also decks directly to JVC's BR-DV10 
DV-tormat and BP-Sm22 S-VHS docxable recorders andean dock 
lo Betacam SP lecordeu using An adapter 



■ Full Tune 

lillenvhe 




Fsalures for a 
Widi Range ol 
Application; 

• The KY-D29 is 

loaded with a 
vieaihot high- 

cer I a nuance features, making it ideal lor a wide range ol tnoafl 
cast and prctessinnat a&pl-caiiors Built-in continuous auto Wack 
<CAB) continuously takes a Midi balance setting, and tufl-time auto 
wttt for continuous compensaton ot coloi temperature chai|jes, 
Utance the camera in real tme, ai me lime This aiiows you to con- 
centrate on geftirijf the shot and not on adjusting the camere 

• Beause ditlerent shooting AaBon teflune flexibility, the KY-D29 
sflers seJeciable vertical resolution In the Standard Mode, ihe cam- 
era produces 330 TV lines of vertical resolution, However, in the "V- 
Plis' high vertical resolution mede, ihe camera puts out 430 TV lines 
ol vertical resolution, allowing you 10 mcieass vertical resolution 
without sacrificing sensitivity or lag, white maintaining 850 TV lines ot 
horizontal resolution.. 

• Focusing rs easier tnan ever Witt Ate u> Focus. By momentarily 
decreasing depth of held, last £ critical lotus is acr;;-: red ::. 

• Commonly used features can be activated vrfhoul having lo scroll 
through layers ot menus Features such as shutter mntnjl. vanaWe 
scan. Wack stretch, black comp'fss, CAB. irs modes. Accu-Focus. 
DFj^ md ;ebra are all memHree And for trsosfl times when events 
move so last it prevents you from making any settings whatsoever. 
Ihe KY-D29 i Full Auto Shooting {FAS| mode controls all of the cam- 
era s requiring you control only tne focus, :ocm and trigger 

« Oiher camera features include a tuili-m time/date, built-in :ebra teiei 
selection switch, an f-siop display in the viewiir*;. im a 'bttiry 
remaining" display fcr Anion Bauer battery packs. A special Black 
•:rr ■■5'";:." ::n:--::L.i i i ■' salsomtluded 



FOR k FREE MORTHLY CATUflG, CAli B00-947-6933, 212-444-6633 OB WRITE 



VIDEO and PRO AUDIO 



TO INQUIRE ABOUT YOUR ORDER: 

800 221-5743-212 239-7765 

OR FAX 24 HOURS: 

800 947-2215 • 212 239-7549 



New Address: 

420 Ninth Ave. (Bet. 33rd & 34th St.) 

New York, NX WOO J 




Panasonic 

AG- 1 980 S-VHS Hi-Fi Editing VCR 

i ■ :| ;.:.:V: ::!■.. it. nl []iiji!.| inin.il | ■■■,.,■ . ,ill i .ill I ;! ■: Ml r;;:!,- k !iii ti,i;l i in tjltl ■ [Q 

deliver such high picture quality— thai it's I Mini- general: on picture looks almosl as good 
■is first-gene tali on olferirigs Ironi oihei VCRs in its class. In addition, ihe AG-I&6G atso 
features a full fiefd digital TBC. insert and assemble editing. H-Fi stereo, quick response 



niechansm and a remote editing terminal 

• Slill tlie only VCR m it's class to provide near frame accurate 
editinc;. when used with edit controllers Irom Videonics. FAST 
and fulureViden, the AG-1980 achieve an accuracy of i 2 
frames And. me 5-pin edit terminal un the rear panel makes I 
very easy to set up an editing system. 

■ Performs ail assemble and video nsel edits as well audio video 
dubbing Also has independent lirear audio input and output for 
moic flcxifjle audio duhhing. 

• Hi-Fi stereo audio with a frequency response of .ZOHi lo 20KH7 
and a dynamic range ol 9DdB- It also lias Hi-Fi recording level 
control, headphone monitor fermlnll with volume control and a 
mic in-rjui terminal. 

• Advanced dual-loading metlunisin lectures a quick response 
time, requiring only 0.5 seconds lor a picture lo appear Irom 
Stop mode and 1 9 seconds from FF/REW 



* Digital Processing: 
— Digital Comb Filer using advanced 3-dimensional system pro- 
vides complete YC (iufitinarK£/chrominari<«] separation Tfus 
practically eliminates color and luminance blurting 
—Field ntffiefehl Digital Noise Reduction [DNR) circuitry 
processes the ¥ aid C signals separately, thereby boosting the 
signal-lo-noisc ratio and reducing noise duung playback 
—Has a built in IlII held TBC (Time Base Cosrectar) that elimi- 
nates even the smallest of litter, skew, head Impact error and 
color olumng Invaluable for editing, the TBC helps, maintain high 
picture quality even tluouoh the: third-generation. 
•Besides It's digital circuitry, the AG-1980 also features laminated 
video heads. Clearly supenor to heads of conventional ferriie 
they provide richer, mare vibrant colnr repioduclion and a higher 
signal-io-noise ratio 



AG-DS545/AG-DS555 

S-VHS Source Player/ S-VHS Edit Recorder 



* Digital Signal Processing lor improved) picture quality, and fcr maintaining umlorm 
picture quality during editing Digital processing circuits inducte: 

—Chroma Aperture Compensation (CAC} Eliminates color blurring and expands 

chroma bandwidth. 
— Digital Noise Reduction [DNR): Processes Y/C signals separately to boost S/N 

Ratio by minimizing noise during playback 
— Dioiial Comb Filter Advanced 3 dimensional system for lotal V/C separation providing 

reduced color and luminance hi if ring 

* Emplo/S amorphous video heads ttial have a higher magnetic 
CDCicrvity than conventional fcrnta beads Expanded frequency 
response from, the amorphous heads enhances picture quality by 
minimizing color blurring 

* Built in LTC/VITG |Loigilud.naL/VertKai Interval) time code read- 
er/generators for absolute Irame accurate editing. 

- Two hi-fi stereo channels with a Dynamic range of OTdB as 
welt as 2 linear cfiannels with Oalby NR, Each audio channel 
has its own input (AG D555 only) and oulpul with individual 
channel-level selling capability and XLR connectors. 

* Performs audio split editing which lets you set Ihe edit-in ana 
edit-out points separately from those lo; video. 



S'dimensionai dgilat 
TBC provides 

■■.!:■ ■ i ! In [ ■ ;■ 

compensation 

IQ inecfumSm defers p:ecis^ r y . ■.- The dual- 

loading system .achieves high-speed respond while, protecting 
tapes and heads. The tap? transport mechanism uses five direct 
drive motors, including two reeS drive motors 
Capstan Control System with large capstan spindle allows high- 
speed search at 32x normal speed (with color picture) 
3 rack units high, they are compact lot easy space saving 
installation. 19" raiik-nioiintable with optional A£i-M7'3Q. 



WJ-MX20 Digital A/V Mixer 

The WJ-MX20 has up to 2S8 wipes and fades plus RS-422 interlace and GPl mpul 
for compatibility with, a win" a variety of editing systems. It also provides an extreme- 
ly clear picture thanks to a 13.5 MKi sampling frequency, -160 lines of resolution 
and a signal- to-tioise ratio of 50 JB. Other key features include Chroma Key. Scene 
Grabber and on-screen display settings 

Digital Special E fleets 

• 5-step field strobe for clear still pictures wilh adjustable intervals. Firjld slill can 
be switched lo frame-still for increased vertical resolution 

* Field ol Irame freeze for clear still piclures 

■ Digital ellecls include: mosaic (size is adjustable in 5 steps), chroma (saturalion 
levels are adjustable] and negative/positive widen, reversal 




Wipe Pattern 
> Up to 298 wipe patterns can be created 
from a combination ol 23 basic acid 
spetiaJ patterns 



WJ-MX50 



Digital A/V Mixer 



■ Four Input switcher and any too sources can be rout- 
ed to ne program busses 

* Two-channel digital Irame synch rcnuation permits 
special effects in each AvB bus 

* Conibnation of ? basic patterns and other effects cre- 
ates 287 wipe patterns 

* External edit control input for PS-232 0' RS-422 serial 
contra s Also has GPl input. 

* Wipe boundary etfects: soll/bnjder (bold, eight back- 
qrounc rotors available) 

■ Digital effects: strobe, still, mosaic, negate positive. 
paint, monochrome, strobe, hail, and AV synenro 

* Real-time compression - enure source image is com- 
pressed inside a wipe partem 

BT-S1360Y 

The BT-ST360Y is a lull-function, professional 1 3' production monitor with a wealth ol 'statures 
They include,, superb -ISO-line horizontal resolution, S-VTdeo input and output advanced automat- 
ic white balance Ciltuiiry. blue-only mode. ur.Cerscan and puiss -cross, An this, housed rn a rugqed. 
rack mcnintafjEc metal hybnri utunol So. tor long-term reliability in arr/ professional application. 
Ihe BT-S1360V rs the ideal choice, 

* hicorpjrfilcs advanced, proprietary wliile balance circuitry that 
stabilizes white balance to provide outstanding picture perfor- 
mance automatically. 

* 5-Video input and advanced video circuit technology provides a 
remarkably sharp picture with over 42Q lines ol horizontal res. 

■ External sync inputs and outputs provide tor synchronization 
with other eguipmem fed with the same sync signal 

> Blue Oa#y mode phis Chromi selection provide a monochrome image 
lor fine adjustment ol contrast, brightness, chrominance & hue. 

■ Pulse Cross - displays horizontal and vertical intervals at the 
cenrer of the screen so you can f namine data in the blanking 
area and also syitc/bgrsi timinq 

* Two SMS Ol video/audio inputs and outputs, 



£* 




* "Scene Grabber" moves a patter 
upholding |he int Lily 
lrimmed-in picture mtegrcy 

■ Fade-in and lade-out 
video, audio, titles 
individually or syn- 
chronously laded 

* Downstream keyer with 
selectable sources bom character 
■generator or eternal camera 

■ Eight memories lor inslarel recall of Irequentty used eflects. 

* B preset effects include Mosaic Mi*, Position Stream, Corkscrew, 
Bounce. Flip, Shuner. Vitiate, and Satellite 

■ Audio mixing capability cf 5 sources with S audio level adjustments 



13" Color Video Production Monitor 



(Jndeiscin -shrinks Ihe 
scanned atea of Ihe picture | 
lube .ipi'i ijjiin.ih lv 2% 
enabling the collie active 
picture area to be dis- 
played Lets you delect 
iMiudmg cameras and 
mike rjooms 

Switcrubte color temperatures ol BSM'K (broadcast standard! 
or 930CTK (for pleasing picture) 
iiuiii in -ipeaker and headphone jack. 
Rack mountatjlewilh optional BA-131 brackets 




BT-S 1 360Y Olympic Demo Special! 

We have a limited slock ol BT-S1360Y monitors thai were used by Panasonic eiciusiwly at Ihe 1996 Olympics in 
Atlanta. Used only by Panasonic engineers in broadcasting the summer games, these monitors are like new, 

DemO Special $599 ($ 40a |BSS than our regular selling price on this monitor) 



SVO-2000 S-VHS Hi-Fi Editing VCR 




Ihe SVO-20W is a powerful, yet easy-to-use S-VHS Hi-f i edilinq 
recorder. Two SVO-2000's combined with Ihe optional RM-250 Edit 
Controller form a cost-eft icient cuts-only editing system - with assem- 
ble, video Insert, audio dub and program editing. 

Suptrt WtfM ltd Audit PMHMm 
• S-VHS format delivers 4M lines of horizontal rentutfofi and con- 
sistent, dear image reproduction tor superior edihnnj results 

■ Aflaptrwe Piclure Control (APC) lor optimum picture In record 
mode, APC automatically tests an inserted! tape and checks ttw 
condition ol the video heads It then adjusts the recording circuit- 
fy to capture ctor and cinj images In playback . APC automati- 
cally sets Hi-. 1 itlial balance ol picture srtarpness and cbnty 

■ Hi-Fi sicieo rccoicting system h-is a wide frequency response ol 
20Hj to 20kH/ and a supers 90dB cf/namic range, and individual 
recording level controls for the left and right channels 




BHtfJ 

• The SV0-2QfM has a Conlrol-£di| 5-psn remote terminal that 
allows it to be controlled externally Connects directly to the 
optional RM-250 tor easy setup 

• Conlrol'S input and output terminals allow two SVO 2000s to be 
connected lor synchro ediling-without the RM-250 

« RM-25D also oilers program edihno capability, which allows auto- 
matic secjueiiiial editing of up lo 20 pre-assigned scenes. 



SVO-21 00 S-VHS Editing Recorder 




Excellent Audio and Video 

■ 5-YHS lorniat provides excellent picture quality and consis- 
tent, clear image reproduction for superior editing lesults 

• For-channcl audio recorrjirg Two-diannel Hi-Fi stereo with a 
superb 9QdB dynamic range and a wide frequent ■. 

2QHi lo 20kH7 Plu$ twr> editable longitudinal (normal) audio 
tracks By using the AUDIO MONITOR selector, tongiiudinal 
audio or Hi-Fi audio can he monitored 

■ Auto head Cleaner removes tape residue preventing head clog- 
ging and deterioration ol picture quality 

■ Continuous auto repeal playback lunction. 

Playback and Recording Functions 

■ By connecting multiple SVO-21 OO's via the VIDEO IN connec- 
tor or THROUGH connector, ttiey can simullaneous record Ihe 
Same program 

* When the Power On Recording or Power On Playback is set. 

I automatically starts recording or playing back a program the 
moment the powti is supplied from externalry connected 
scuipmeni This allows unattended automatic VTR operation 
Accurals Editing and Remote Control 

■ Optional 5VBK- 10 (RS-232C Interface Board with LTC time- 
-ode reader and generator] allows the 5VJK2 100 to commu- 
nicate with enter nal equipment such as computers cr Sony s 
FXE-100/120 editing syslem 




• When used with a computer, the system can be used to create 
computer graphics, thanks to the SVBK-10 supporting com- 
mands to Number Frame Record ard Auto Edit 

'When used with the FXE-100/120, you have a cost effective 
frame-accurate {LTC timecode) editing system with full 
Assemble. Insert. Audio Split. A-roll and A/B-roll editing 

• The SVO-2 100 can be operaled with an optional fool switch 
fteOTdiic. can be started or stoppeo from the external loot 
switch connected lo the Foot S'JJ jack ol the SVO-2 1 00. 
During recording the Ret Taliy signal can be output liom ihe 
Fool SW jack. The Rec Tally signal is useful when used with a 
monitor with Tally IN capability 

» Optional SVRM 100A or RM-V200 Remote Control Unit allows 
remote cotitrol ol the 5VQ-2lOO's e basic functions. 



JVC 



PROFESSIONAL 



SR-S365U S-VHS Recorder With RS-232 Control 



With high -resolution S VHS. icg,shuttie search and bu4Hn HS-23SG 
interface, the SR-S365U is its foundation of an.atfordable pro edit- 
ing system Convenient (unctions such as insenL'assernble editing 
and Random Alembic Editing let you produce edited programs right 
away. And since the SR-S36SU is designed lor use with ihe pfOfel* 
sianal RM-CBOOU Edit Conwoiier, puhing louelher a high-perfor- 
mance editing system with at the Benefits of precision CTL tune code 

■ S-VHS picture quality with 400 lines of horizontal resolution 
plus noise reduction circuly keep pictures clear and sharp. 

■ With jus! the RM-GfltJQU and a pair ol SR-S365U s, you have 
the mosl economical and productive lime code editing sys- 
tem available, Edd video independently ol the audio, adding 
new audio later il desired, For faster, more flexible editing, 
rjuild * miied system, using the powertul BR-S800U VCR 
tithei way, ygu'll gel Ihe benefits ol CTL lime code. 

• Two channels ol Hi-Fi lor dynamic, high-quality stereo sound 
and an editable m-ciiduui (normal) channel A new self dub- 
bing function allows you to copy the eiistmg Hi-Fi track onto 
Ihe normal audio hack. 




editing has never been easier 

* Built-in lime code generator/reader uMi/mg JVC s CTL Time 
Code System records lime code data on the control Irack lor fas! 
and accurate access lo any frame Far superior to conventional 
control tra:k counters thai lose reference when the taps is 
removed from ihe machine CTL Time Code can also be posl- 
slnped without sacnlicing the audio track 

* Built-m RS232C interlace so you can :onneci it directly to a PC 
Compatible wilh the many F*S-232C-based editing controllers 
available today 

Other Features 

■ Frying eras* head ■ Hi-Fi audio recording level controls 4 mflcitors 

* Headphone connecter with vafume conirol 

*■'• ..■_■! .■: : it^J crt-.iiirr - Digital hour meter indication 






VES-58 EDIT-DESK S-VHS Editing System 



BR-S500U Edit Player • BR-S800U Edit Recorder » RM-G800U Edit Controller 



Fast, accurate and professional editing 15 atfoidabie I irked vui JVC's propn- 
etary control bus Ihese three unds olfer all of the editing leatures profession- 
als have come to enpect. The VCRs feature a last heav^-ddty tape drive and 
the built-in CTL (Control Track) lime code provides unparalleled accuracy and 
flexibility Best of all. the VCRs feature an open architecture lor easy system 

upgradeahlity. SUPERB VIDEO PERFOHMAJJCf 
Picture improvement iechnoliog,es like digital Y/C separation, chroma noise 
reducer, chroma aperture canecbon and a 3-line cross-'alk cancellation an 
combine lo otler outstanding image quality, even when uubbmn down multi- 
ple generations. 

CONTROL TRACK TIME CODE SYSTEM 
JVC's CTL (Control Truck) Tuiiu Coda System rccoids absolute l.ipi: .nldn':^ :rilr>rn ■,itinn (Ins nun suit liiinies) on Ihe control track, lor 
fast and accuiafe access to any frame on the lape - far superior lo control track counters thai lose reference when the tape ts removed. 
CTL Tune Code can also be 'posl striped" during recording 




FOUR-TRACK AUDIO 
Two Hi-Fi stereo channels with a wide frequency response and 

dynamic range ol 80 d8 and two linear tracics The BR-SSDOs lin- 
ear tracks can be dubbed independent ol each other and ol the 
video - id*al fOi adding background music or sound effects There 
are 2 audio level meters, switchable between the Hi-Fi at\ti linear 
channels Separate input anc output terminals are provided 



OPEN ARCHITECTURE 
Two plug-m extension slots on ihe rear panels of both VCRs 
accept optional expansion boards To Duiid a PC-based edit sys- 

'-■ ■ add tfie SA-K2; :-< ■ :: - : -;"; ; ."'-: . bi 1- T : jse wth RS-422- 
based edit Oorilroileis. plug in the 5A-K26U i35--2?^ card. Other 
boards include the SA-W50U DMR board wilh time base stabilize;, 
and the SA-R50U V1TC/LTC time code (jeneralor/reader. 



RM-G800U EDIT CONTROLLER 

■ Features automatic asserntle and insert edilinrj, audio insert ntiliun., as well as preview, 1 leview lor checking edits belore and alter edit- 
ing, and go (0 lor direct access to any edit point A capstan bump Junction is provided to assuid greater edit consistency. 

■ Has two GPls allowing automatic triggering ol special ellocls generators, swilchers or audio mixers 

• 8-digil LED countei indicates all edit data in either the TC or CTL mode Switchable between player and recorder 

• Precise and responsrve jog wheel make? it easy to locale any Irame and can also be used to enter and trim edil points 

RM-G805U A/B ROLL EDIT CONTROLLER 



SEVEN-DAY CUSTOMED SATISFACTION GUARANTEE 



Circle #234 



BH 



PHOTO -VIDEO -PRO AUDIO 



THE PROFESSIONAL'S SOURCE FOR PHOTO, 



FOR ORDERS CALL: 



OR FAX (24 HOURS]! 



800-947-9938 800-947-9003 



MOST ORDERS SHIPPED 
WITHIN 24 HOURS 



212-444-5038 



ww '^' '**"»'*» | OVERNIGHT SERVICE AVAILABLE | 
212-444-5001 On the Web: http://www.bhiihotovideo.CDm 



In the past if you wanted to isolate selected objects in a video sequence lor compositing with 
other video sequences you had two choices. Either you rented a studio and shot hired talent in 
Ironl of a blue screen or you masked each individual frame hy painting over the area that you 
wan ted to protect or cut out. Now wouldn't il be great it there was a tool that automated the 
process for you— right from your desktop? 

AutoMedia AutoMasker 



The World's Only Automated Video-Object Masking Tool 



AiitoMaSkei- is me world's only automated software tool to' accurate isolation ol items and 
figures in a video dip Using intdBgefil toots that quckty mark me Coraer ol in atiecr in i kfly 
frarrw. AidoMasiar determines the exact bonier m subssatent tarries gven wften in* object is 
mufti-colored., changing *s geometry of mcwng ever 2 colorful and dynamic background 
Using movatrve fireak-tftrDOt/i IttJinology. AutoMasker enables au!oma;ed mtskrvj. rsolatnan, 
iftatirtimcj. eMractng and irsernon of setected cojectt into video streams at a Itactiori ol the cost 
incurred using the ccflveriioail Irajme-bytrime paining method. SeSected objects an be moov 
ted within AutoMasker or 11 com&irtation wtiti ottMi agiui video speculi effect* or compos.:- 
mg sotiwire AutoMaskd h wry flenbte and works on tost atorjl any fllartorm • SGI. Wrndo« 
95 and NT4.0. It worts wth standard rite formats inckiding T(JA. BMP, OuickTime and AVI Tht 
toots are Qowerlul enougn to work, accurately even on fields lor precise masking results. 
* Greatly increases masking prodiictrvrtj 

■ Auiomanes masting □! video objects even when [hey ate ifluttr- 
colored. changing their geometry and moving over colorful 
and dynamic backgrounds. 

■ Easy object selection in first frams and eiaqt boundary liacing 
in subsequent 1 frames 

■ Fasy modiloiion 10 object bolder and controlled anti-aliasing 

■ Independent aulomiUc object and background color affects 




* S'mulianeous masking of 3 number g! objects and Qb|«?c.l5 widi 
holes 

* Cieate mask or colored output movie, including optional alpha 

ctamei 

* Conv;.|' f!e .Mtrt mcs-l tile ioimats mcludfrttf TGA, VD.A, ICB, 
VST, AVI. FLM PCS, DCX 

Rpsults can im usrtd with most ihtrd party applications.. 



P PINNACLE 
s r s t r « s 



GenIePujs 

Post-Production System on a Single PCI Card 

Based on Pinnacfes EMMY award -winning scecui effects technotpoy. GeniePiu!. 15 a complete desktop post production system lhat 
includes a 3-D DVE. switcher, advanced character geieralor. fast sim-store and j dynamic paint system - at a once you can afford. 
Equipped wiifi an incredible array ol features on 3 single PCI card, GemePlus lets you create youi own stunning aflaets, incEudino page 
turns, water ripples and $Areng «Wl ur::cmoiomrsed A 22 internal digitali quality. The lull-lunchon 3-D DVE provides ut! re-smooth 
motion and no breakup (tuelatjonl when pictures are seed or toiated You'll be able 10 create: eiDting warp ettects with lighting trails, 
shadows and borders faster and more easily than ever before 

•MdmAWEi 

* Designed to make your A/3 roll editing effortless, the GeniePlus 
switcher has two live inputs (with built-in frame synch roni-trsV two 
full-color Frame butters tor use as slill-slores. and bmll-m matte and 
buck generators Internal linear keying allows multiple layers 10 be 
crealed in a smgte pass, and Pmnnattei unique Genie Wipes and 
Alpha Wipes create v&tuiiy stunning. eff«i$. 

* Over one hundred effects and transitions thai can r> cuiiomL-prt lo 
instantly add spark and style These include single-pass page turns, 
waips. npptes. spheres, trails, shadows and a wide variety ol borders 
You also have control over lighting and virtually all the connote cai be 
keytramed. Create mtreswe moves aid even use keylrames 10 have 
an object hack an element on your screen 

« Full spectrum chroma keying with amazing qualify. Quickly choose the 
BWJCl color yen wanl to key cut 

* Add warp shapes to Ihe foreground image and deliver high end quality 
never before available at such a low price point. Ne.v warp shapes 
including liQuiglass. htuagori. batloon. (lamoful, ociagon. and humps. 

* Meed a glint lo fioal across the screen or title? How aboul a s,pul lnjlil 
!o enluice Ihe scene? Maybe you need lo darken all but a certain pad 
ol ihe screen to point out an element? They are all /ours with the icw 
Manual NBanllBMs controls. 

Paint: 

* Includes the same excellent painl program that ships with Pinnacle's 
Alladm It works at Dt resolution (720 x AB6> and comes wrlh tools 
optimized for video graphics Includes a de-Hictter tiller and also lets 
you balch convert a sequence of graphics files fir-tun difterent fornuis 
arid scale therm for video use. A pi«et interpoiahon algorithm 
smoothies Ihe enlarged puets and anti-aliased lines wilhoirt causing 
Mcessrve blurring 

* Cursor is invisible As a result, brush strokes look like animations, and 
may be used lor example to illustrate sports moves, show an itinerary 
over a map or iltustrav ...■- ■ •■.;. ■:: 

* A text butler bets you use text m a variety of ways Arty font available so 
Windows can be used icr Pamt, and test may be scaled, rntated. etc 
Ettecis like shadows anc outlines are easily applied and there are many 
notions for the color ol the text. 



Character Generator 

• GemePius comes bundled with Inscriber CG. the stan- 
jjiri tar cNiiacter oeneraSon Inscfiber suppofts multi- 
ple fonts [TrueType or PoitScnpt). a greal vanety of 
leit styles, gecwnetric ohiects. vanous backgrounds, 
and ditteienl color combiiations 

• Styles include a combina'ion ol settings such as 
emboss, glow, shaflow. outline, gradient and irans- 
|..ivn . 

» impori regular ASCII ie*t tiles Adjust te*t in ihe scran 
with automate horizontal and vertical centering tools. 
Lines can be automatically ahutlerj. aligned to Ehe right 
or left, or placed anywhere on screen. Logos can be 
imported and placed at will, aid backgrounds can ye 
comprised of graphics hies, solid colors, gradients cr 
1 1 --- ■ ■ ■ I- 1 . 

' Vaiiable speed ioIEs and crawls arc possible. The pages 
are sel in Inscribe!, and GemePiis handles the snifiOffi 
morion. CG pages can. be used directly horn Inscribe! 
or saved lo be used by Ihe DVE. Foreign language spe- 
cial characters are also available. 

Qlher Features: 

■ Compatible with Windows 95' and Windows NT 4.Q 

• Includes 6PI control tor integration with stand-alone 
editors And since most PC-based editing systems 
offer a direct interlace lo seamlessly control GeniePkis. 
you'll can focus on your pr odjehon. instead of your 
tools 

• K3$ Cunnftlions lOr S« indfiO inputs— Ihr&e composite 
and three S-Video —two of which may be switched at 
a time (Accepts NTSC or PAL signals}. S-Vtdeo and 
composite sources can be mUed There is also an 
external sync input wtth tuopthrc-ugri. The board 
processes video in line broadcast quality, co-nformiry] 
loCClRGQl standards 



TURNKEY GeniePlus COMPUTER SYSTEM 

INCLUDES: • Pentium 166 MHr CPU ■ 220 Watt 6-Bay Mtdlower Case • 3 5" Floppy Drive • 32 MB BAM 

* 256K Cache RAW ■ Diamond SteaKhS-l 2MB K-brt VGA Display Card ■ Seagate Medalist 2b GB IDE Hard Driva 

* Creative LatrsSouhdMaster 16 Audio Card' Altec Lansing ACS-51 Atnpliiicci Computer Speaker System 

* Teac BX-Speed Internal EIDE CD-RDM Drive - Focus 2001 A Keyboard • Logitech 2-bullon Mouse ■ Windows 95 

* Princeton £015 High ResoluTion 1 5-inch Monitor pfus — caid and software Inslalltd 




4-Channel Digital Audio Card for Windows 

The next generahon in digital audio lor the desktop. StudioCard is a pfonhhTHtt ..iiity fflgHal 
audio adapter with advanced features, studio -quality specs and professional coniechans. 
Unmatched in guality, ftocpiliiy and upandabihty, 11 Ijatyres 4 hacks ol audio sound and real- 
lime digital mixing ca.pafjifcty. making it the ideal beard foe nUjSfcJSRS who want digital rnu It if rac- 
ing and mimng on Iher PC. or producers looking for a versatile board for post- production digital 
audio editing and upcomprcmised audio quality StudioCard is Windows 95' plug and play compat(t4e 
plus includes dirvers foi Windows NT as well 
■ Key to StudnoCaros amanng sound is the marriage of a low notse ana- 
log I/O sectwi ind high quality A1> and D^A converters A PCI-Bated 

3MJrt memory mapped fward, it delwrs less than &003Motjfhar- 

mMic distortion and 92dB oynanuc range Pfus. a PIL-bastd samp* 

deck generator Uul can be locked to an assortment d ctocfcsourws 
* IncorporilK a prc^ramrrsaWe 32-M 4fl UH2 DSP and pro conmc- 

t«n$ lite 4 independent balanced analog IDs (*4dBu or -10 d3V) and 

AlStBLI or S/PDIF digital iiQ. ft abo oft«s a MIDI port with de?p 

butlers anil time stamps Na matter which type of ernipmentyou 

have StjdioCard will integrate irtio standard studio environments 




CompaWile with dtonvKJeo or MIDI StudwCard otters synchronia- 
lion via SMPTE. MTC. word and p:«l clocks, and composite video 
Ptus. tfx &twJioCarrJ not onty rs«h SWPTE timecode. but generals n 
as well 

Uniqut Tg m« Antei design rs Shjriotard s murtiste adairtef taftabhty 
This means you can nstal muttpte SttrdnCards m a single computer 
foruptc 16-tjaci rtsoficfcrng Start mth one SludeCard today - add 
more St'jCtcCarrs iGmarrow. Atso ihdutted is an oei-board 5Pa 
enpansion connector for plugging in Dfttional daughftrcards lor ran- 
pression or enhanced DSP operations 



# TRUEVISION 

TARGA1 000/2000 

PCI Video Capture Boards for Windows and Macintosh 



The TARGA I MO and 2000 are an east and affordable way to transform your computer into 
a powerful: digital editing syslem Along with their high-speed PCI interface, both the 
TARGA 1000/2001] incorporate all you need! lo create spectacular multimedia content. They 
support MTSC and PAL standatds and lei you capture, edit and playback tuii-mahon. luli- 
resolutwn digital vijeo wilh luh/ r/nchronized CD-quslrty audio Designed lor high, perfor- 
mance PCs they deirver incredible processing speed tor video and jydio effects, titling and 
composihng. 

TARGA lQOO/3000 PCI lor Mac provides a llenble 'plug and-play" solution for video 
authoring. 3D animation and mutnmedia app-ications. Work on animation propels v.ith 
software like Strata Studio Pro Dt Specular InT niti-D and video or CO-ROM authoring wiih 
Adobe Premiere and After Sheets 3 



Advanced PVR (Digital Video Recording) Technology 




Tne TARGA 10O0^}00 emplo/ advanced DVH technology to 
deliver supemDr video performance. Unlike oilier systems lhat 
heat each dame ol video as a block of data lied to .1 wspiic 
order ol steps sucli as decompression-reswr; -camptess-wihte to 
disk. DVR wnifls an oniiro dame ol uncompressed video 10 ihe 
htjge nn-hrjairi 20 MB RAM butler of the TARGA 2000 (B MB 
RAM duller ol Hie 1000 

This is a "memory-ceninc" approach, in which all board functions 
share access to trie video butler. For example, a DSP (digital sig- 
nal processing) chip can scan for additional data, such as match- 
ing audio samples "a video harries to help maintain hp sync 
Transitions, fillers, sheets and/or resizing, can also be applied 



while Ihe uncompressed dame is in TARGA memory The final 
olIpiiI is hien compressed and written 10 disk. Video da:a only 
ciQS&es Ihe bus twice -coin limes in compressed lotm On other 
systems, the video data p-atri is lonrjer and more complicated 
Video crosses Ibe bus-lmcc uncompressed and twice com- 
pressed. 

Tfc DYR a rchi lecture can acc«s InlOrrnatiCKl In its tflMWrj bjtrer 
al a speed ol 230MB per second Video runs only at 2 U 7 MB 
per second, so the TARGA beards, hawa all the time needed to 
dEcids what 10 do uritfl each Irame. And because uncompressed 
data is never sent across the bus. bolllenecVs lhat plague miner 
systems are eliminated 



TARGA 1000/2000 Features: 



■ Record and playback video directly to/from bard drive at 50 
lields/sec -PAL. 60 delds/sec-NTSC. Video is stoied and 
played back at the higlicst resolution lor each lormai (761 * 
576 -PAl. 640 x 4S0 -NTSCj Compression can be ad|usted 
on the fty to cotmnze lor image quality and/or minirnijm stor- 
age space. 

' Audio is digitized at 44 1 KH? or 43KHz sampling rates, foi 
professional quality stereo sound Since all audio and video 
processing is done by on-board DSPs, you are assured ol 
perlectly synchronized sound and images 



* Equipped wi\fo composite aid 5-videa inputs/outputs Also avail- 
able with component inpulculput iJAFGA tOOO PRO) 

■ Genlock using separate sync input lor working in 
professional video surles 

■ Optimized lo work with Wmsows NT-based sotiware (Adobe 
Premiere 4 2. m sync SpeeC-Raior MACH 111] 

Macintosh version only: 

* Video capture plug-in for Adobe Photoshop. 

* QuicMime 2 1 compalible can be used directly out of the bor 
with many applications 



TARGA 2000 Additional Features: 



• Accelerated Windaw* 3 1 1 ami Windows NT 4 display diivers 
offer integrated. Ituc-iOlDt (24. bit), ron intEJlaced desttop up ID 
Its? ..370 p->rls 

* View YDUt desktop and vided-ut-a-window on yDui non-ioler- 
laced ttiDnilor wit te the processed video Is output at NTSC ot 
PAL Id 3 video monilot and'or ,t VCR 



> Pm.Ufi j irge. work atea for ilisplaying wfleo, as well as edit- 
ng applicaticn conuols An/ part ol the display (ot even the 
whole image) can be recorded to tape (video-oul-ol-a-wmdow) 

* Equipped with composite aed S-vifleo mpuis-'oulputs Also avail- 
able with component inpul/oulpul [TARGA 2000 PRP) 



TABGA 1000 lor Windows or Macifilosti PCI (specify) 1499.00 

TARGA 1000 PRO (Componenl Inpul/outpul) lor Windows or Macintosh PCI (speclly) 1789.00 

TARGA 2000 tor Windows or Macintosh PCI (specify) 2899,00 

TARGA 2000 PRO IComponenl inpniyoulput) for Windows or Macintosh PCI (specify) 3299.M 



TARGA and DPS Windows NT Turnkey Systems: 

• 220-wart. 6-bay midtrjwer case 

• PCI motherboard with 512K pipelined burst cache 

• Pentium 166 MHz processor 

• Diamond Stealth 3D 3400XL1 4MB VRAM PCI display card 
{Systems with m:sync Speed-Razor MACH 3.5 receive a 
BFX Motion 771 4MB VRAM PCI display cn-ll 

• 32MB ol EDO (Extended Data Out) RAM (Premiere systems only) 

• 64MB ol EDO RAM (Spued Razor systems only) 

• Quantum Fireball 2.5GB IDE system drrve 

• Seagate (Barracuda) 4.2GB SCSI-3 Ultra Wide hard drive 

• Adaplec AHA2940UW Ultra Wide SCSI 3 controller card 

• MediaTRIX AndioTRIX Pro DSP-eampped 16-bit audio card (tor DPS 
Perception systems only) 

• Teac C0-512e 12X EIDE internal CD-ROM drive ■ 3.5" floppy drive 

• Altec-Lansing 300.1 three-piece deluxe speaker system 

• Princeton Ultra 17+ high resolution 17-inch murriscan monitor 

• Focus 2001A keyboard ■ Microsoft MS mouse * Windows NT 4.0 operating system software 

TARGA lOOOrtoobe Premiere 4.2 $5995 TARGA 2080/ Adobe Premiere 4.2 

TARGA 1000 PRO/ Adobe Premiere 4.2 $6295 TARGA 20D0 PRO/ Adobe Premiere 4.2 . 




..S7795 
. SB195 



■PVR-2S00/AO-25D0 »/ASob» Premiere 4.2 (6995 -PUR-2500/AD-2500 w/lmsync Speed-Razoi S79J5 

'PVR-2500 Syslem Notes: 1) Does not include Adaplec SCSI-2 controller card (has built-in SCSI-2 porl) 

2) Includes Seagate Barracuda 4.2GB Narrow hard drive (doesn't accept Wide dnves} 



Itpartsintts and Upgrades tot alt Systeats: 

Full Tower Case (10-bay) - - add IW.mi Sipei Tower Case (12-Day) add 290.00 

Pentium Pro 200 MHz processor (25BK cache ) and Pro motherboard add 7Sfl.Q0 Wrtlt 5S2K cache add 121M. DO 

DralPentium Pre 200 MHz processor (256X cache each) and dua] Pro motherboard add 2000.00 

Seagate Barracuda 9.1GB Ultra Narrow (lor DPS) . add MO.OO Seagate Barracuda 9 1GB Ultra Wide drive add 900.00 

PRE-5TBIPED RAID ARRAYS FOR WINDOWS NT 

Willi Sugill SCSI 3 Ullrl-WUt «V Hard Drives. Mlpot Single Dual Cnannel SCSI Caul. Eitemal Clu. Clblll ind Terminator) 

6 4GB Raid Array (Single channel with two 42GB Ultra-Wide Orrvesl 2995.00 

1S 2GB Raid Array (Single channel with tore 9 1GB Ultra Wide Drrves) .. ..... (995.00 



8 4GB Raid Array (Dual channel with bwo 42 GB Ullra-Wide Dnves—orte drive per channel) . 
18.2GB Raid turn (Dual channel with two 5. 1GB Ultra-WiDe Drives— one drive per channel) . 
16.BG8 Raid Arra/ (Dual channel with (our 4.2 Urtra-Wide DrK»s— twa dhves per channel) .. 



3295.90 
.5295.10 
. 5595.00 



KiDfnun Shspnini ISA (Eictpt JUI S HI) S7.00. up to 3 lbs. Add 60c for each additional lb. For Ins. add 40C per $100. © 1997 BSD Photo ■ Video. Prices are valid saiiect to supplier prices. Hat responsible lor rrpograpilcal errors. 



VIDEO and PRO AUDIO 



TO INQUIRE ABOUT YOUR ORDER: 

800 221 -5743 • 212 239-7765 

OR FAX 24 HOURS: 

800 947-2215*212 239-7549 



New Address: 

1 420 Ninth Ave. (Bet. 33rd & 34th St.) 

New York, NX 10001 
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PHOTO -VIDEO -PRO AUDIO 



DIGITAL 



PROCESSING 
SYSTEMS INC. 



PVR-2500 -Perception' 

Digital Video Recorder 

The Heart of an Advanced 
Digital Audio/Video Workstation 



The PV3-J500 offers powerful features lor awesome animaticn. moiphing and 
rotoscoemfj capahiii|i« With features like 720 x 430 resolution. ID-brl 2t om- 
sampled video encoding, better thm Dt scaling, componeni 2nd S-Video out- 
puts, mult. -processor support and integrated FAST SCSI-2 controller, it empow- 
ers your computer to rival the linen prGtessronal production studios. 




■ The F-J'R-ZSOO is a lull-tengtn PCI card with a FAST SCSI-2 con- 
trocier Because the SCSI cent-full!! (g integrated with ihe PVR- 
2500. video data never has to go over Ihe PCI bjs during play- 
back This avoids the bottlenecks lound in systems which use 
ihe computer s hard drive lor video storage. 

■ Exclusive multi-tor mat virtual his system ensures complete inte- 
gration with your application Arty acquired video or computer 
generated Perception video clips appear simultaneously >n many 
dillerent lilfl formats including TARGA, SGI. BMP and IFF 

» Compatible with Lightwave 3D. Softimage, 3D Studio MAX and 
others Perception also comes bundled wilh OPS Lockstep soft- 
ware to provide significant cowd over 30 Studio MAX 

• 1 D - b it 2x oveisampled encoding tor 720 n 4S0 broadcast quality 
resolution. Dynamic range is in e«ess of Dl scaling so images 
are brighter, have more color and greater spatial resolution than 
ever before. Component, composite and S-VrdeD outputs arE 
provided Vta ihe included breafcOLi cables. 

AD-25D0 Ccmponenl Video Caplure Card 
Coupled with the AD-2500 live virjeo capture daughter card, the 
PVR-25tH) becomes a broadcast ualily digital disk rpcordr? rfeiiv- 

ermn unsurpassed picture qit^liiy . 

• Has component, cumposile and S-Video inputs lor real-time 
rcconiuip Captured vdeo can also be e«ported as sediieniiai 
RGB liles lor lotoscoping and other compositing applications 

• Sophisticated automatic eniiopy prcdictiorc circuit analyzes 
incoming video and dynamically calculates Ihe optimum amount 
of compression on a tield-by-liElrj basis — even during real-ti-ne 
recording You also have complete manual control over com- 
pression level quality seltmgs 



* Runs under Windows NT A on computer* with Pentium DEC 
Alpha or MIPS processors Perception uteres NT s native sup- 
pan (or multitasking and multiple processors, allowing use with 
trie most powerful computers 

• Perception performs real-time interpolation o1 30 fps video to 
2J Ips iilm rates or vica versa This means that ti is also a! 
home on the Hollywood movie set as well 

• VCFS-like connote on the Perceptions GUI simplilies the task of 
batch digitizing and recording in this mode, the PVFt-2500 can 
read SMPTE time code from the source deck 

• Use wilh Windows NT compatible sound card while synchro- 
nisation ol audic and video is maintained by the PVR software 

* Use with thud piny editing software such as Adobe Premier or 
IlKSyBC Sp?^d Razor MACH 3.5 A system equipped' with the 
PVR-2500, AD-2500 capture card, a sound card, editing salt- 
ware & cne or more SCSI drive? becomes a non- linear editor of 
unparalfed perlormance - al an unbeatable price, 

FX-250Q Perception Ellects Accelerator 
The FX-250C signilicantly reduces Ibe turns required to lender 
complex non-linear transitions. Although it doesn t deliver real- 
time transitions, it signilicantly Improves Hie producllvity of 
nonlinear soiling systems by dramaticafly speeding up the ren- 
dering time for many effects and transitions 

* With a stand-alone PVR-2500 a 30 frame dissolve can take 
minutes to rencer. even with the lastest PC. because Ihe hosl 
CPU processes source Irames on a p me;- by- pixel basis. The 
F,'X 2500 reduces the waiting to tiime to under 10 seconds. 



SPARK 



Spark rs a DV editing system designed exclu- 
sively lor use with DV camcorders and VCRs An 
affordable direct DV editing solution, all you 
need io edit DV is a properly equipped computer 
and a DV camcorder. Digital audio and video are 
transferred from your camcorder to your hard drive in real time, using the supplied 
FiieWire cable. Non-linear editing on the computer is facilitated with a lull version of 
Adobe Premiere 4.2 editing software which is opticnalfy ncloded. Once content is 
edaled. simply transfer back to your DV camcorder using the bi-directional fire v.ire 
< thi.' Since Hie video sign il n mains ■! ■; tal Irom ;tart Ij fin sri irrere i; no n-^i',-- 
tion loss (or a finished product which nvafs Betacam SP at a traction ol Ihe price! 

OVZOODU "SPARK" DV Board „..„._._..„. 598.96 

DV?000 'SPARK" DV Board With Full Version Adobe Premier 4.2 349.95 





SPEED R fl Z H 

MACH 3.5 

Digital Video Editor for Windows NT 

The ultimate digital video editing software. Speed-Raior MACH 3.5 edits lull screen. 60 lieids per second. CCiR 601 broadcast- 
quality video. Designed for lh? DPS PVR-2&00 and Truevision's TARGA series video capture cards. Speed-Razor MACH 3.5 is Ihe 
lastesl and mosi powerful tool lor editing and compositing video clips, animations, stills, music antj sound eflects. 



Speed-Pafor features Infinite video, audio, transition arid effects 
iracks and comes with Rajor Blades— transitions and etlects io 
enhance your production, Thrjre are preset lumales, fades and 
wiper, which you can easily customize and save as new presets. 
In addition, Ihere are special image Eltects which are unquestion- 
ably (Mr highest quality ol any system — analog or digital. Spe^d- 
Rurjr sports anti-jlused 3D DVEs, an Infinite channel chroma 
keyer and an excellent eharaclsr generator. Jse ihe included 
effects or transitions, layer ihem tg create new ones, make your 
own grayscale bitmaps Io use as transitions, or use 3rd party 
plug-in eltects— the flexibility is yours. 



There are two user definable resolution modes {thumbnail and 
Itiiiilf in iariliiate frilling The thumbnail mode allows you to use 
Speed Rwor in the field on a Japion ihen transfer the projecl lila 
back at the edit suite and automatically recapture and re-render 
the entire project al final resolution 
RS-422 control and batch capture module allow you to automata 
video capture via SMPTE time code, so OigitiJirtg video and audio 
is simple and; pam'ess In lact, with the innovative "Virtual 
Editing" function you can actualiy edit your project, complete 
with eltects and transitions— belo re you've digitized a single 
Ira me ol video. 



COMPOSITING: 

• Infinite number ot layers of video clips, Still and animations cjn 
be composiled together 

■ Handles any reso'ution irom Betacam |7?0 X 4B0) up io 
Omnura* Mm (4000 X -tOM) 

» Vtdeo dips can be tom&ined us^ng an alpha channel, key color 

transparency, still or Iraviling mattes 
FILE FORMATS: 

♦ Reads and writes ANI files |cteate3 by DPS' PAFt). PvD files 
(Percepiirjjij. DVM Bites (TARGA 1000 and 2000) and! sequences 
of TAftGA fries 

•Convert lites between m/ ol the loliowrng formats AMI. PVD 
OVM, AVI. BMP, TGA. FLC. FLI. WAV 

* Project tuE.Ec! Library fci criiari^fin your work 

AUDIO: 

■ Handles audio up to DAT (48 Mil) quality 

■ Inlinrte number ol audio tracks for multi-tayer audio muing 



EFFECTS: 

■Blur (circular, gajssian fast) tint brightness adjustment, chro- 
ma key. crop, dispJacemenl emooss, heere frame, glass tei- 
lure, greyscaie, invert, loop matte pmelaie repeat helds. scale, 
iransparency. strobe, tim red/greervWue 

• 3D DVE (translates arsd'or relates an image in three dimensions 
on the X, Y and 2 axis) 

• Sets a color charnel to an assignable value) 

• Titles (fuEl blown CG using an-y Windows lom m any coJor with 
automatic drop shadow) 

■ Sub-pixel rendemg lor incredibly smooth notion 

- :■"• ".':■ ,:'■ !■■ .i: ;.. ■ i 1 ! '.:. n' | Rl H IrCtf 

TRANSITIONS: 

- riduj-:-,. ;.n iii ;■.-.. '.-..■■ nuge bviuMtt -■:. i - larJo torn 
nance fades, lade talrom biactt lade tri'trom wtute. push, twirl, 
twist in/out tumbles Hip. turn, scale (zoom) 

• Transitions can be applied between mlmite inputs 



in:sync Speed Razor MACH 3.5 lor DPS PVR-Z5D0and Truevision TARGA Series .„„. CALL I 



NewTek 



:fe LfGHTWAVE =-D 



5.5 



3D Animation Software 



EiptoSive ideas Ihat test Ihe boundaries of 3D animation deserve a 
rimiji.irTi unr can realise them in c^cilmg new ways Creating 
worfds thai no one s ever seen Creatures that have never walked 
Ihe Earth Special etlects, oames. web sites - all creations that 
f»£t Miry in your mind Until now 

LightWave 3D grves you an easy way to create the most sophisti- 
cated 3D animation imaginable, with formidable capacities from 
an incredibly powerful, p rates 51 0T=ial animation system. Its intu- 
rtrve. compiete. easy-to-use layout and modeling system delivers 
the uflimale in creative control, not to mention flexibility - ttie likes 
el which you vc never seen And unparalleled features for model- 
113 ^urTacing lighting anC animating are right at your fingertips 
LtghtWave 3D packs a wallop ol a punch Raytracinr;. motion 
blur, MctaMalion. inverse kinematics (IK|. Bones. Iietd render- 
ing, tens tlares. composiling - they re all here. Lightwave 3D s 
DpenGL and Ouickdraw 3D support mean you can see your 
creations in real time 

What s more NewTek improved LightWave 3D's anti-aliasing 
Cuality try 300 percent over earlier versions they also inprovEd 



plug -Hi 11: nN'ctuiB means you can choose feature options thai 
match the way you work And il s exceptional image qualrty and 
throughput make LightWave 3D an ideal chmce lor special eflects 
in television. Iilm commercial work web page taeioprneni 
graphic arts, video gam« arid education 
With all of ttus it's no wonder you can find UghtWave 3D En more 
Hollywood animation suites loan any other 3D program 
Yet you can get all of LightWave 3D s jreal features and excep- 
tional perlcrmarice lor a price far more affordable than you 
tfreamed possible. In rati, LightWave 3D costs up to 75 percent 
less than comparable programs 
It s no use having a great program rl you can f run ft. So 
LighlWa^-; 3D is available for all ol Ihe most popular platforms 
Windows 95. Windows NT Power Macintosh. DEC ASpha. SGIne 
and Sun M crosystems 

Throw m over -10.000 loyal artists who share what they know, and 
you won't be able to wart to get your hands on LightWave 3D. 
Alter all. by giving marry 3D designers their start, and moving 
mem from the garage to their own special effects compan.es. 
LightWave 3D has changed people s frres 



n« accuracy ol IK. and increased speed by EDO percent. Its robust 

Open GL Support 

• OpenGL or Qu«ckDra.v3D supports real-tame shaded uews ana displays many surface attributes Pieview objects as solid or sh- 
thrDugh wire Irames in the OpenGL preview window 

MetaNURBS 

• High-speed meta modeling tor mind-bognlinr$ creations. 
LtghtWave'5 unique Me'.aNUHBS is an elegant and easy way to 
mode! objects by transforming polygonal models to NURBS sur- 
faces in ipal time MeUNLHBS delivers incredible detail and 
flexibility, so you can creale smoo;h organic objects even 
though the model is actna.ly based on polygonal geometry. 
Modeler lets you switch searnlcssf; eerv/Een polygonisS modeling 
and Ihe organic power 0! HURBS for [he best ot both worlds 

• Dragnet and Snioolh Scale - designed to help you wDrfc with 
organic models. Both are especially great lor MetaNURBS 
ohiects Pius Ihe new extender pfug-in rjives you added control 
over the tityecK yoit create with MelaNUPBS. 

• Also incorporates traditions spline -based modeling tools. 
(Brezicr and hand drawn curves automatically converted to poly- 
fjon sirrlaces). The spline modeler lets you create any shape you 
can dream up in Incredible detail and lets you inciiess'y mudiiy 






your creations ■ ihere s eofljinQ yon can I crEa.!e. 

Boolean Tools 
» Boolean tools (9 cut slrce and combine objects. Wrlh 
UghiWaves Boolean lool thmgs tafce shape last. The Boolean 
principle is srrnpfe. Add Subtract. Intersect Take simple primi- 
tives, like spheres or cubes, and: creale complex shapes quickly 
and ellortlessly. 



Other Features 
3DMf Support on PowerMac 
MetaBalls modeling plugnn * New Mstaforrn2 plurj-m 
Surface eiiimg directly in modeler 
Graphics lablet support standard 
Ranidomiiaiion tqr bevel and array tools 
Two way data shartng between layout and modeler 
Dramatically increased graphic redraw speed 
Easy-to-use lasso style zoom 

Hundreds ol polygon modeling tools including extrude lathe. 
hevel, mirror, clone, quantize, iitterand subdivirje 
Postsenpi and TrueType font compalifiiMy 
Draw freehand shapes or trace over images 
Work among ten different layers 
Multiple view options 
Macros Io automate complex functions 
Multiple levels ol undo and redo 
Automatic standards - design in metric. English or SI measure- 
ment units 

Mathematical! (unctions can be typed directly into numeric 
requesters 

Translator loaders/savers lor these tcrmats 3D Studio AuioCad 
(DXF| andAhasWavelront (OBJ) 



Adobe 



AFTER EFFECTS 3.1 

Post-Production Tool for Compositing, 

Motion Graphics and Special Effects on 

Windows and Macintosh 

After Effects 3.1 is the industry standard lor professional motion graphics created on 
Windows- based PCs or Macintosh. It provides the power and breadth ol leaiures 
requrred by Iilm makers, video producers snrf editors, graphic designers, multimedia 
professionals and web de/elopers to produce higfi-end. unlimited composites. Huid ani 
nations, and sophisticated special effects. Available for Macintosh and Windows. After 
Effects 3 1 is lightly integrated with the Adobe product family, so if you work witn 
Premier, Photoshop, or Illustrator, you already have trie skills, shortcut know-how. and 
hardware to make After Ef'ecls a seamless, powerful extension ol your creative arsenal 
Turn your computer into a motion-graphics studio and put awe-inspiring acton into yout wofk, 
SOPHISTICATED COMPOSITING: 

* Combine Cigitized materials Irom any source to create sophisti- 
cated composites and traveling mattes using transparency, com- 
plex masks and alpha channels. Animate Photoshop layers and 
Adobe Illustrator art with naw direct impart capabilities. 

SPECIAL EFFECTS: 

• After Effects lets you use plug-in ellects ranging from precise 
color correction titters to wipes and blurs, and even 
Photoshop litters You can also animate each effeci indepen- 
dently over time 




MOTION GRAPHICS: 

* Positron and ammare layers with unlimited keyframes and sub- 
pixel accuracy View and edit your spline-based motion paths 
on-screen Ensure super smooth motion ai any speed with field- 
rendering and true motion blur 

AFFORDABLE DUALITY: 

• With Alter Elfecls you can create anything you can imagine Get 
top-quality motion graphics for Iilm broadcast or CO-ROM— at 
I KKtiOfi Brl ihe cosl oi a dedicated 
hardware system 



Artel 

Boris Effects 2.2 



A software- based multi-channel DVE generator, compete with intralrame interpolation, matte 
manipulation, and multiple leyframes. Boris Ellects allows you to create your own custom 
moves Sons ships with a keyframe library oi over 1 53 customizable effects including cubes, 
fiicture-in-pieture. chroma keying. tilting.soH edges, masks, filters and compostting ol unlimited 
track of video and graphics Effects can he saved or used with tjitterent video source dips Easily 
create 30 frying logo effects from PICT. TIFF, bitmap, tfideo for Windows and QuickTime hies 
using an embedded alpha channel Otner features include borders and drop shadows which can 
be colorized and made soft and translucenL control over camera posmon and Igtn source with 
specular highlights. Based on a plug-in architecture. Eons is compafipEe a n d closely integrates 
into Adobe Premiere and After Effects. Media 100. Avkl MCXpress, insync Speed Razor. FAST 
VM-Studro Plus and D-Vrsion Online desktop non-linear editing systems Once installed m your 
system, It appears 11 the transition tist and is easily accessed from Iheir transitions and titters 
menu It is not a background application and no extra memory is required 



Lip to G50O0 tracks of video and graphics 
Slur and bevel Titters 

Full control of image scale tsrw). positioning, depth and opacity 
New 3D effects with depth comrol to create cubes or sabs with 
ip to 6 different videos, piers or colors on each of trie 5 laces, 
full manipulation of pict tiles with alpha channels to create logo 
l:y-by or titling. Drop shadows with variable positioning, cpacrty, 
softness, color and distance 




■ New camera and Fighting track Add keyltameable specular and 
-lnih^ni light to your etlect 

■ Hew cropping futures with tuft softness control of ihe edges and 
blend lor realty smooth soft wipe type of etlects 

■ Variable pivot points for unique rotation control 

■ Uses sub-pisel interpolation, field rendering and anti-aliasing for 
clean and smooth effects. 

■ includes a Iree year nl upgrades and full lech support 1 



ALL ITEMS ARE COMPLETE WITH ALL ACCESSORIES AS SUPPLIED BY MANUFACTURER 
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VI 



V ideology, Inc. 

Serving the professional video and 
computer graphics marketplace. 

Sales, Service and support for: 

NewTek 

l.ightWave 3D. Toaster. Flyer 

Amiga + 

Carrera Workstations 

Intel Workstations 

MegaDrive Video Storage 

for Media 100. MCXpress. Post Box. etc 

LET'S TALK! 

(800)411-3332 

+ - Now owned by GaleWfly2G00 
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VIDEO TOASTER & 
FLYER SYSTEMS 



BUY -SELL - TRADE 



New and Used 
AMIGA COMPUTERS 
Amiga Parts & 
Repairs 



Pinnacle Genie Plus 

& DPS PERCEPTION 

Packages 



Free video accessory 
catalog & bulk videotape 
price list (Includes Labels, 

Sleeves, and Cases) 

Call or Fax us with your list of 

items to sell, trade, or purchase 

Ph.(610)372-1010 

FAX (610)378-9606 
econnect@ptd.net 

ELECTRONIC CONNECTION 

635 Penn Ave. 

West Reading, PA 19611 



>ur 14th Year in Business! 
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IS. Computers 
& Video 

818-760-4445 www.vgn.com 

11300 Hartland Street North Hollywood CA 91605 

NewTek 

INCORPORATED 

fiY er % 
LIGHTWAVE 3D 

T.S. Computers has been 
addressing the needs of video 
professionals and animators for 
over fifteen years. We are a full- 
service dealer, and our 
professional staff looks forward 
to providing you with the tools 
you need to get the job done! 

AMiGA. ^m 

m 

VIDEO RECORDER 
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MegageM Digital Media & Asimware Innovations Inc. 

Present the Flyer January Bundle UP! 

Two top creators of Fiver products bring you a big toasty-warm 
wintertime bundle of the best new hardware & software production tools 
for your Flyer - at one low price for a limited time. So Bundle UP! now! 

NEW AV8RPro+ + Flyer Project Timeline, EDL, & Editing Tools 

LayerPlayer(tm) real-time two-clip video layering/mixing/alpha-keying 
VCR deck controls to log, batch digitize, and edit Flyer projects to tape 
AV8R 18-function hardware Jog Wheel Edit-Controller unit included 

Audio Thunder & A/£WMasterISO v2 - Audio & CD Power Tools 

Convert Flyer audio to/from Studiol6, CD, ATFF, WAVE, and more 

Batch process mono to stereo, resampling, and format conversions 

Join multiple Flyer audio clips with true computed fades 

Create CD-ROM disks of Amiga files and/or Fiver content 

Make Audio CDs from Flyer audio - backup video clips to CD-ROM 

Comprehensive tools for CD creation, duplicating, CD-R/RW and more 

A/EWMegFX/VideoGems CD-ROM Combo - Over 100 FX 

Video layering & split screen FX, colorful fractal FX, new wipes 
Twelve new CG ColorFonts, Lightwave terrain objects, and more 

The regular retail price of all these great Flyer products is $1074.95 so 

Bundle UP! for only $699.95 and SAVE $375! 
MegageM Digital Media 

805 349 1104 www.megagem.com 
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EH 



in the 

HeuiTekniques 

CLASSIFIEDS 

FOR RATES AND 
INFORMATION, 



LUAIUNE RAO, 

(212)929-2116 



Atlanta, Georgia 




Medial 00 



\viDm xrcmro£4 I Av 



Non-Linear Workstations 



\ CS Computer & Video specializes in 
Jon-Linear editing systems, sales, and 
upport. Our technicians have been in 
^e business for years and have 
lands-on knowledge in all aspects of 
\miga, MAC and PC-based editing 
y stems. Media 100, Flyer 
uites on premise and available tor demo. 
TRY BEFORE YOU BUY1 



Video Toaster Flyer Sales & Service! 

Repairs and Upgrades 
on ail A mi gas! 



Alt components in stock and avaitiblG 
or exchange. Leaner Toasters Avalliblet 



ACS 



Computer & Video 

5344 Jimmy Carter Blvd. 
NORCROSS, GA 30093 



°h: (770) 263-9190 
tax: (770)263-7852 



Toll Free: 
1-800-962-4489 

(orders only) 
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D VS-Directi 800-379-7267 



6 o2« , ?!«™!Ji te "£jPv£?,« «52* Your Direct Source for Desktop Video 

rrf olA J/7 DQ4U hAJ^n^3f^2U3J^^^^^ * 

ADD A I 1 To Your Toaster System 



Save 25% on Newtek's Video Toaster and Flyer . But don't 

wait supplies are limited. Offer expires December 24, 1997. 

Place your order now with a deposit while the prices are 

low and take delivery as late as March of 1998. 



SPSeagate 

4, 9, 23 GB Video Drives 



Toaster/Flyer Software 

Guide . The lastest listing 

of third party products for 

the Toaster & Flyer 

call 814 371 3033 

to order 




Snapshot for 

Newtek's Video 

Toaster and 

Flyer 

Only $69.95 

Snapshot automates the task of grabbing still photos to 
Toaster Framestores or Flyer stills and includes a GPI 
foot control. Snapshot is perfectly su ited for the wed d ing 
and event producer needing to digitize large numbers of 
photographs quickly and easily. The foot controller allows 
the user to keep their hands free to operate Che camera 
and handle the photos. The user need not touch the 
keyboard or mouse until done with the digitizing process. 
Snapshot automatically names the stills or framestores in 
the order they are grabbed. This allows the user to grab a 
large number of pictures in the order needed and then 
move them quickly into a project Snapshot now works 
with all versions of Toaster Software. Requires Arexx . 
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UGHTWAVE - ALL PLATFORMS 




FLYER 



Amiga Service Center 



Voice: Hardware^ Software: 

(619) 589-9455 Phase V Power Up 
Fax: 

(619) 589-5230 

Email: 

tlivuly@coniieclnet.com 



The Lively 
Computer 

8314 Parkway Dr., 
La Mesa, CA 
91942 



Graphic and 
Accelerator Cards, 
TBCs and Genlocks 
Lightwave plug-ins 
Lightwave tutorials 
LAN & Interne? sw 
JAZ & DAT 
removable media 
CD-Rom Writers 
A4000T and A1 200s 
Multi-platform 
networking 
23 GB drives 



^$$ ALPHA RENDERING 
hUp://w\v\v.iworks.com/llc/ 

NONLINEAR EDITING 



[learn UghtWave 5.5 
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The Lab 3D Animation Center 

Limited class size for personalized attention 
Learn from industry professionals 
Production facility environment 

For more information see our website or call: 

619.715.5858 or 888.507.5678 
www.thelab3d.com 

The Lab is a division of Vision Scape Imaging, I no 

San Diego, CA Lightwave is a trademark of NewTek, Inc. 
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NEW CDRom with over 850 high 

quality Lightwave objects 

Sci-Fi 

Household 

Sports 

Industrial 

Electrical 

Street Scene 

Chemical 
Construction 

Freelance Modelling 

WEB http://www.ddlabs.co.uk 

EMAIL info@ddlabs.co.uk 

(44) 1843 8361 45 
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AlSED AMIGA EQUIPMENT^ 
FOR SALE 

• 4000-040 desktop's $995 

• PAR cards $595; TBC-IV's $475 

• Toasters $525 up; Flyers $2995 

• SunrizeAD516 cards $595 

. 3Q00's $350 up; 3000T-040 $949 

• 2000's/accelerators/tower kits 

• 1200's $275 

BUY/SELL USED/NEW 
AMIGA SYSTEMS 

WE REPAIR ALL AM1GAS 

HardDrivers CO. 

407-636-3393 hrgreen@worldnet.att.net 



Audition ALL our newest releases 
on one piping hot demo CD - FREE! 

■"The Music Bakery is the only library, 
use or recommend, period. The quality 
of your work is so far above the other libraries 
i thai I've set them entirety aside." 
-Tom Yager, President, 
Yager Media, Ft Worth, TX I 

Quality 



THE MlJgIC BAKERY 

"The Best tiihmn High-Quality Production Music" 

800-229-0313 

wlyw.musicbakcrv.cora 



SAYYOUSAWITIN 

NewTekniques 

The must-read publication for Lightwave 3D and 
Video Toaster/Flyer users and dealers. 



Inform ♦ Introduce ♦ Influence ♦ Instruct 




c 3i_js~r<oi\/i 

POINTS 



Articles 

News Items 

Advertisements 



Reprints of New Tekniques articles, advertisements, 
news items or special announcements are available 
through Advanstar Marketing Services. Customized to 
meet your specific needs, reprints are highly effective 
when you use them to: 



♦ Develop sales and marketing handouts for distribution 
at trade shows and consumer expos 

♦ Develop direct-mail campaigns 

♦ Provide product/service literature 

♦ Compile reference materials 

♦ Train and educate key personnel, new hires 

♦ Enhance press kits 

♦ Present information at conferences and seminars 




Mary Clark 

Advanstar Marketing Services 
800-822-6678 ♦ Fax:541-686-5731 
859 Willamette St. 
Eugene, OR 97401-6806 
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ADVERTISERS 









COMPANY 

30 Exchange 
4DVision Asia 
AG Computer 
Aspen Systems, Inc. 
BSHVideo 
B&HVideo 
Blevins Enterprises Inc 
Carreia Computers Inc. 
Desktop Images 
DeVms Computers 
Digital Data labs 
Digital Video Direct 
DVS Direct 
Dynamic Realities 
Electronic Connection 
Enorex Microsystems 
Event Horizon Studio 
Eyeon Software 
Graphic Detail Ion 
HardDriyers Co. 
Immersion 
Intergraph 
Lab 3D, The 
Lively Computers 
Media Quest Studios 
MegageM Digital Media 
Music Bakery, The 
One and Only Media 
Olware 
Randomize 

SafeHarbor Computers 
Sun Microsystems 
Surface Effectors 
T S Computers 
Tri-State 
Videology 
Washburn University 
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TELEPHONE # 

5IO-37M500 

800-845-966 1 

770-263-9190 

800-992-9242 

800-947-9938 

800-947-9938 

800-205-5161 

800-576-7472 

800-377-1039 

302-738-9267 

44-1843-836145 

800-322-1261 

800-379-7267 

800-944-5520 

6IO-372-IOIO 

888-703-6673 

518-756-6850 

800-862-0004 

800-265-4041 

407-636-3393 

800-893-1160 

800-291-9909 

888-507-5678 

619-589-9455 

206-852-1074 

805-349-1104 

972-414-0313 

908-964-1546 

360-805-0148 

905-939-837I 

414-548-8120 

800-786-0404 

904-575-6051 

818-760-4445 

212-633-2290 

800411-3332 

913-231-1010 xtn 1399 



EDITORIAL REFERENCES 
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DVS Direct 

Dynamic Realities 

Joe's Digital Bar & Grill 

MegageM 

One and Only Media 

Studio Visions 

4D Vision Asia 
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(800) 379-7267 
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(818)464-3144 
(805)349-1104 
(908) 964-4546 
(800)672-1880 
(800)252-1024 
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The Perspective Disease 

Moke sure you know what's in the pipe before you smoke it! 



Everyone wants to work in Hollywood. The 
home of endless opportunities to become rich 
and famous! Full of movie stars and limousines 
and parties and free drinks and ritzy clothes and fast cars! 
Who * wouldn't* want to live and work here? 



Of course. Hollywood is also 
home to drug dealers, crack 
addicts, pimps, prostitutes, mur- 
derers, and rapists. Come to think 
of it, there are just as many rea- 
sons to "avoid* this magical place 
as there are to head for it. 

Yet, the mystique is still there. 
Despite all the back-stabbing hor- 
ror stories, it still seems to be the 
American Dream to move to 
Hollywood and work in the movies; 
no one is satisfied with other occu- 
pations anymore! Doctor? Hah! 
Keep it. You'd rather *play* a doc- 
tor on TV! Lawyer? Maybe. . . but 
only if you can get one of those 
famous cases that turns you into a 
celebrity lawyer! Politics? You 
'might* consider it if you can get a 
congressional seat close to one of 
those C-SPAN cameras. 

ft seems as if animators are par- 
ticularly susceptible to the bite of 
the Hollywood bug. The following 
case-studies are people who have 
been bitten and subsequently con- 
tracted the "Perspective Disease:" 
•A fireman from Florida who 
makes a good salary and has 



excellent benefits, a retirement 
plan, and a family, wants to move 
to Hollywood so he can become 
an animator. 

■A dentist with a 'Beverly 
Hills* practice, who makes god- 
only-knows how much money, 
wants to commute to Hollywood 
so he can become an animator 

■A man from Wisconsin, who 
makes a living using LightWave 3D 
to produce corporate videos and fly- 
ing logos, wants to pack up the fam- 
ily Huckster and move to Hollywood 
so he can become an animator 

Your first reaction to these sto- 
ries might be, "Good for you! Pack 
those bags and follow your 
dreams! Nothing ventured noth- 
ing gained! Go for it!" However, a 
more realistic, less starry-eyed 
response should be "are you out of 
your fucking mind?]" These peo- 
ple (and probably many of *you* 
people) are quite comfortable — 
they've got a happy family, a good 
career, and a strong future ahead 
of them. Some make their living 
with LightWave and some are 
hobbyists who make a few bucks 



on the side with it. Either way, 
they have a lot to be happy about, 
yet they're willing to give it all up 
for a shot at the "big time." Let's 
take a look at what "big time" 
really means, shall we? 

First of all, very few people start 
out as "ieady-for-prime-time" ani- 
mators. That level of expertise 
usually comes from working full- 
time in an actual production envi- 
ronment so, at best, they could be 
hired as assistants. Maybe. 
Perhaps after a year or so they 
could work their way up to a 
decent salary. Of course, given the 
unpredictable nature of the movie 
and TV business, any number of 
things can go wrong and they 
may find themselves out of a job 
before that day comes. Why? The 
show could get canceled; a big 
budget film could flop at the box 
office, prompting layoffs at FX 
companies ail over town; your 
boss may get an offer to run 
another company's LightWave 
division and you get left behind; a 
producer decides to hire a better 
animator and to save money fires 
you after three days. Don't 
laugh — all of these things have 
happened! Did 1 mention that I 
have yet to meet an animator with 
good benefits and a pension plan? 
It seems to me as if these peo- 
ple sure have more to lose than to 
gain. At best, they may get a job 



It seems as if animators are 

particularly susceptible to the 

bite of the Hollywaad bug. 

BY MOJO 

working for a high-profile project 
and have their name appear on a 
movie screen as people are exiting 
the theater. At worst, they'll lose 
the shirt off their back and put 
their family out on the street- 
Tough choice, huh? 
There's a reason the profile of 
the average animator is a single, 
under-30 male. It's because these 
people don't have a lot of respon- 
sibility and can afford to take the 
risks that are part of trying to 
make it in Hollywood. If you've 
got a good thing going and you 
make money animating, why risk 
it all on a pipe dream? You should 
be 'thrilled* that you're getting 
paid to do something you love, no 
matter where it is! I may be work- 
ing for "Star Trek," but the glam- 
our of that job ends at the idea of 
it. In reality, I answer to the wish- 
es of a list of producers and super- 
visors so long it would make your 
head spin. It would be great to sit 
back and be my own boss, charg- 
ing clients across town insane 
amounts of money for no-bramer 
flying logos while I sip tropical 
drinks and watch MTV. The sad 
fact is, I'm rarely ever home in 
time to "watch* "Star Trek," let 
alone admire the work we do on it 
So do me a favor — put the 
Hollywood bong down, take two 
aspirins and don't call me in the 
morning. 
Mojo is a supervising animator at 
Foundation Imaging. 
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The Impossible Made Possible 



!•*' Til' *. ■ 



I 





Scott Ross, CEO and President of Digital Domain said, "With 
Titanic, we undertook one of the most ambitious and complex 
projects in film history. We needed a partner who could quickly assemble a solution specific to our application needs, 
and handle our cross-platform and networking issues. Because of their attentive follow-through, we actually consider 
Carrera to be more of a broadcast company than a hardware company. They worked 'round the clock' to make the 
impossible possible. The results speak for themselves." 

Carrera, The Power Behind the Scenes 



1 -800-576-RISC 
www.carrera.com 
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UMMA IS A BELLA 



ARE YOU TREBLE 



REBEL REBEL 



ON THE DOUBLE 



TO SOME TROUBLE 



The headline makes absolutely no sense. Neither does buying NT PCs for mission critical, complex 

applications. Especially when the new Sun Ultra" 30 workstation performs compute-intensive chip simulation and 

3D graphics with a speed and accuracy never before seen. Ultra 30's breakaway technology allows your departments 

to simultaneously network, collaborate,' access data, design, and print faster than ever before. (Check specs 

below and then come back here, ptease.) For more information, visit us at www.sun.com/q-md 




Sun Ultra 30 

• 300 Mhz RISC processor. 

• The industry's first dedicated 66Mhz PCI bus for faster networking and I/O throughput. 

• Double the floating point performance of any PC workstation for intense graphics and simulation computations. 

< 2MB cache per processor for faster performance (the fastest NT PCs only have .5MB cache memory per processor). 

• Sun system's bus architecture with 1 .6GB/sec throughput, three times faster than S28MB/sec NT PC throughput. 

• Accommodates two 24" wide-screen, high-resolution monitors (NT PCs can't handle one). 



THE NETWORK IS THE COMPUTER 




microsystems 
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